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Rasputin's evil reign 
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Crazy multrsecreen 

adventure— failed 
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Ted's GreatSumpme! 
Blow -Dut— over 40) 
whacky screens ashe 
tries to avoid 
sunstroke, drinks like a 
Fishrand blows all his 
hard-carned money! 


Four great, sizzling games from Firebird —the all-new Hot 
Range. Available for the Spectrum, Commodore 64 and 
Amstrad — see them at all good computer stores now! 
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| System 3 are about to unleash their next product 


| S3WIN A CRAZY DAY OUT 


Mastertronic are offering a fun time for the lucky 
winner of this little competition. An all-expenses 
paid day out with their office loonies 


65 GLADIATOR COMPETITION 
No, you don tactually have to fightstout, but you 
could win some origina! artwork in Domark's 


| competition this month 


| 658 BANG! 


WEST BANK sweatshirts up for grabs in Gremlin 
Graphics Wild West comp, Design a Baddie and 
wrap up warm | 
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other things . 


63 WAY OF THE EXPLODING TIGER? 


| Sean Masterson nips up to Sheffield to find out 
| what Gremlin Graphics are up to 


| GB90FFATA TANGENT 


We look over the shoulders of Charlie 
Fotheringham Grunes as he follows up the 


Arcade action inside someone's head, wah 


TWISTER, Mather of 
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| SHARP EDGES 


That's the husband and wife team that bs 


Microsphere, the people behind the SKOOL 
games. Charles Cohen goes calling 
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8 NEWS INPUT 

Not so much Merely Mangram, more Mainly 
Minson. John's been busy attending launches. Dr | 
should that be lunches? 


[44 CRASH COURSE 


Rosetta McLeod continues her peregrinations 
(LMLWD?) in the educational world 


51 and 52 LUNAR JETMAIV 


The double-dose of Jetman we promised you in 


| | the Christmas Special, E just arrived too late for 


| last issue and was theretore early for this one. 


| 55 PLAYING TIPS 


| | ts Robin going to get his new logo? These and 


other questions are answered amongst the 
| POKES, hints and cheats this issue 
| 79 ADVENTURE TRAIL 
Derek Brewster starts the New Year with a Smash 
— MINDSHADOW — and has something ta say 
“about fancy loaders 
| 86 SIGNPOST 


Signstumps, the Adventure hints corner is here to 


| stay Another Superhero too, lurks amongst the 
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adventure letters 


| 982 CRASH HOTLINE AND ADVENTURE 


| | CHART 


| 95 TECH NICHE 

| À round up of packages that extend Sinclair 
| BASIC, a look at a new Forth add on and lots of 
| bits and bobs that can do your Spectrum good 


7107 COMPETITION RESULTS 

the SCOOBY 

| DOO results, Sadly, the game has been postponed 
| indefinitely, but there are stillsome nice prizes on 


| | oHer 


| 709 FRONTLINE 


| | Battling it out on your computer. Sean hasn t got 


| any violent games this month, so delves into the 
ora of commerce 
Enc ans 


| Remember Remember the 27th 
February — no, we ll save that one for 
November. Meanwtiile, the March 

| Issue 5 out att rebruar y 
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-.. AND A HAPPY 
1986 


Therush of Spectrum games in 
the few weeks up to Christmas 


was quite ovenwhelming — not | 


just the quantity, but also the 
quality of software released in 
the run-up to the festive season 
DE: was quite staggering. 
dq ça! Things can only be getting 
better on the Spectrum games 
scene — and maybe the 
arguments about the high price 
of software will begin to ebb 
slightly as people come to see 
that the more expensive games, 
generally, offer a lot more in 
terms of entertainment 
value-for-money. 

Soon, we should have the 
results of the 1985 CRASH 
READERS AWARDS, which will 
tell us what YOU thought of the 
twelve months of hard 

3 gameplaying that was 1985. 
| Meanwhile, by thetime you read 
7 this, 1986 will be well undenway 
a andifthe early signs apparent at 
É, , the momentare pad go 














by, it should be an even better 
year for games software. 
| Hsclear that the “collapse” of 
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"her ad e sapélio of deal with software houses and readers 


enc tio nd International Negotiato 
E s someone who can lithe: ole of Staff Wifiter onso--e 
fiware RO esa 
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dO Mot REI om your. Curriculum Vita 
d tc ua Ai You should 


We will, however, insist thatyou can write clear, gramatical, 
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E | | thehome computer industry | “descripti ive prose. Much of your. workwvill involve describing ares 
REM predicted with glee by many. || im Jnhe introductionsto reviews; Keyboard skills would be a definite 
people a while ago has not come | stas; would your owr Hermes!) 
about. Rather, a thinning-out ; jobrtit e. Repeses tHatio dia and will depend on: 
process has taken place and it is ] Se ke lis and abilities uecessful applicant 
di idea bs ercompedes | Remember ember: This isa full time ob, wi which will entail you travellinato 
Ludlow Every ; t— a Shropshi s “Sleepy 
that are st with us. A few ofthe “Market Town”. ENS edad 


casualties willbe agro mourned || 
but mary of them will hardly be 
missed. 

Out ofthe ashes of bankruptcy 
have risen strong companies — 
some of them perhaps a little 
TOO strong in some respects, 
but the overal| result has been a 
general improvement in the 

quality of computer games. 
Naturally, a few mediocre 
products still slip through the 
net of commercial viability and 
find their way onto the shelves 
of software retailers. But 


the consumer is not going to be 
“which of these programs is 
worth buving' rather it will 
become more a case of 
choosing between a number of 
be all of which are good 
value and worth buying. 

Rest assured that we in CRASH 
Towers will continue to do our 
best to keep you informed of 
what's happening on the 
spectrum scene. This year, 
perhaps more than ever, a good 


nip down to the shops will make 





advantage. 


increasingly, the choice faced by | 


read of the magazine before you | 


sure you spend your loot to best | 








ur career to date, 


shire, SYS ÃO with rep 
1ASH needs you. Go 


er andage, e Ent 


tt aid 





“THE MONTHLY SOFTWARE STAR FOR 
YOUR US GOLD CALENDAR 


Have you seen our super LES Gold Calendar 
Oller in the last issue of CRASH? We joined 
forces with US Gold to help you plan your 
way through a brighter ysar of sofhwara. 
Last month we gave you a six month 
calendar in which each month contalned à 
Red and o Blusa star. Betwsern now and 
June, well ba Pta one Blue star in each 
issue of CRASH [thare'll be nro in the June 
issue to complete the first six months). Cut 
out the stars and affix them in the 
pl places on the calendar, US 
otd are printing Red stars, on Some of 
s, and ifyou collect a 


lheir games pack: 
US Gold the 4 month, you can cut out the 


Red stars and stick them om the calendar as 

well. When the six months are completed, 

just follow the instructions on the calendar 

and send it imo US Gold at Unit 10, The 
Industrial |Cantre, 


Par 

m ET 4LY to recerve a free 
game. Then there'll ba another six months 
calandarwith stars to collect! Watch out for 
Software 86 with your US 
SH Calendar! 


an axcrin 
GOLD/ 
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No A Ace reporter and bibulous (LMLWD) playwright | 
| NA SS launches for us. We made him write his 
EE MS ERA here's a trio of new Minson Outings. Coming next | 
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| Notquite a night of a thousand stars, but certainty a lunchtime of half 
a dozen Bloody Marys, as tension mounted while four finalists 
battled it out for the title National Computer Game Champion 1985 
inthe plush surroundings of London's Savoy Hotel. 

The contest started back in August when local papers were used to 
select 15 regional winners. From these came a final four who proved 
their mettle using a second tape with special codes to verify high 
scores. So it was that 11 year old Steven Kitely from Cardiff: Les 
Schofield, just two years older, from Sheffield; Robert Head, 15, 
from Ipswich and a veritable wrinklie from Runcorn, Bryan Hulme, 
£4, from Runcorn allfóund themselves thrown into the arena for the 


papa 

aving braced myself for the suspense of the contestwitha drink, | 

| Sought out Mike Meek, whose company, Mikro-Gen was sponso ring 
what Mike sees as the FA cup of computer gaming. While the 





A panoramic view of the inside of London's Horticultural 
Hall, as it was during the one-day Christmas Microfair a 
a eatmiodenço Christmas. Just look at all those 

5 present hungry bargainhunters. Remember 
Christmas still? | 





OH WHAT A LUVVERLY MICROFAIR! 


UM we went agam, leaving Ludiow, bleary eved, atfive past some 
(ring horribiy carty, before the sparrows had even started coughina 
Down to the Horicultural Hall, where we found à hostof simitarly 


tili-bleary-eved stallholders shumtting goodies out df car boot and 





note began queveing in frontof the turnstiles 
As usual, a quad me was hao by all ever if the innoceni j 
members of the publichad to.pul up wath our very oven Mustrious ade | 
and far from shapely editor parading around ina Monty on the Run Smiling Computer Game C jon of 1985, Bryan Hulme 
me he did any jogging somegne was chasing him!) clutehes his trophy, a cheque  E250 and Suzzanne Mizzi. 
Plaving Tweedledum to the Editor's Tweediedee was si rmitarhy They say nice things come in threes... 





mo Se 





shaped Solutions PR man and Ex HCW Editor, Dave Carlos. Between 
them they were more frghteninag than Friday 13th — which hai pen sofiware stars fought a 15 minute Gattie of the Planets, Mikro-Gen's 
E, new game chosen for the final, he told me that next year he hopes 
| e from Mail Order came along for the ride and was that each of the computer magazines will enter its own champion — 
given a Sex Maniac's Diary by a sha e which sounds like one way of setting friendly (7) rivalries, 


sofiware. house | 


15 | But othenwise there were no dramas. (Life's A couple more cocktails and it was all over, a triumph for age as 
goma to be tim 


ae nbearable in the Mail Order Dept all year, | can tell Bryan Hulme took the prize. And he looked well pleased as he 
Pa rum Gay tor é |, and plenty é), merestng qoodies on FS accepted the award, though | was unable to ascertain whether that 
usual. Maybe see you at the next one was because of the cheque for £250 and the trophy or the kiss from 

page 3 girl, Suzzanne Mizzi, who presented it. 
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JOHN MINSON trod the trail of December 


reports before he disappeared in a Festive Haze, so | 


month: St Brides! 











Henry VIH [on the right, in fancy dress) shares a merry quip 

with Mike Mesk [on the left, also in fancy dress). Or was it 
other way round? Ether way, rumours of Wilma 

becoming Henry's 7th wife are unfounded. 
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THINK! (Ariolasoft) LAUNCH 
E RI 
obviousiy my sort of Ç “vaguely lar to four in a 


dá 


| out wenching with the 


Winners" 
| “Transten 








high — providing | wasn't a peasant! | can see myself quaffing a 
flagon of ale and pray à ham bone over my shoulder before going 
ing. Às for the fashions of the time... well, 
they make even my loudest shirts look tame! 
ice, then, of Mikro-Gen to launch Sir Fred, their game of daring 
do in days of old, at London's Tudor Rooms, a theme restaurantthat 
recreates the bawdy era. This gave the assembled hacks a chanceto | 
sample mead, favourite tipple of Sir Lunchytyme O'Booze. court | 
reporter to Henry VIII. Meanwhile a historical cabaret, complete with 
dancing bear and beheading (without which no Tudor dinner was 
complete) was performed. 

ot” Fred being a Spanish knight there were no programmers 
present, but monarch of Mikro-Gen, Mike Meek, was beginning to 
wonder whether their ancient gallant would prove more popular 
than Wally Week. It's a different sort of game and | reckon it will go 
down well. 

Not that I'd fo 2d the twentieth century or the Wally tribe. Also 
on display was Three Weeks in Paradise, which could turn outto be 
the last Wally game, though it could be appearing in a 128 version. 
Originally destined for the Mikro-Plus it strands the gormiess family 
on a cannibal island. Thank heavens they didn't choose this as the 
launch theme then. Em sure breast of chicken is far more succulent 
then breast of Wilma! 
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6 Terrific! Right from the very 
start. Mikie is a professional, 
colourful, graphically brilliant, 
tuneful bonanza. A great load- 
ing screen is followed by an 
excellent rendition of the Bea- 
tle's “A Hard Days Night”. Mikie 
doesn't just look and sound 
good — Tt's addictive and play- 
able too. What more could a 
games player ask for? H Imagine 
continue to keep up this high 
standard of releases they'll do 
very well. Buy this game — 
you'd have to be a pretty dull 
person not to like it.' 
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O “The sound on the title screen 
is just mega-fantastic, surely the 
Dest heard on a Spectrum with 
ts Drilltant drum, effects and 
synthy sound, [was a bit disap- 
pointeo, though — | went round 
a! the screens on my second go! 
SU there are some very nice 
touches, especiaily the behind 
the wrang' doors in the hallway. 
where | found loads of things — 
boxing gloves, big feetahd even 
naked women [!?!]. The way you 


can throw chickens and balis to 


your pursuers to keep them off 
your Dack for à while is very 
Original, and can be used to 
great effect in sticky situations. If 
you're spending money on 
ames after Christmas check out 
magine's latest releases ....! 


rr prr; SCÇHO 
pai Í 
LALALIZEZIA:, 


(id 


O “Yet another superb arcade 
conversion from Imagine, Mikie 
farthfully copies the grcade kiss 
em up and the result is-a highly 
enjoyable and playable game. 
The big characters and bright, 
joily backgrounds create am ex- 
cellent atmosphere and make 
what is basically a very simple 
game something special. The 
sound is amazing, there's no 
other word for it— | could hardly 
beligve the excellent rendition of 
“A Hard Day's Night, combined 
with the excellent jingles during 
the game, it makes this the best 
sounding Spectrum game vet. HF 
you like arcade games then vol 
should have a look at this one. 
With its humorous gameplay 
and excellent touches Mikie 
really rises up from the mire of 
banal releases. 





Control keys: redefinable 
Joystick: Rermpston, Cursor, 
Interface 2 


Keyboard play: very responsive 
Use of colour: excellent 
Graphics: big, bright and bold 
Sound: amazing 

Skill levels: increases with play 
Screens: six 

General rating: Yet another first- 
rate Konami conversion 


Use ofcomputer 94% 
Graphics 93% 
Playability GA So 
Getting started 91% 
Addictive qualities 93% 
Value for money 93% 
Overall 93% 
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| Producer: Gremlin 

| Graphics 

Retail price: £7.95 
Language: machine code 

Author: Alvaro Mateos 


| Gremlin Graphics have acquired 
the English rights for yet another 
game written by the Spanish 
software house Dinamic. (Rem- 
ember Rocco?) In West Bank vou 
take on the defence of a Wild 
West branch of a bank. Your task 


while letting the nice guys in 


with your employers. 
The bank has twelve doors in 
all, though only three doors at a 


this three-door “window” can be 
scrolled left or right during quiet 
| moments, when all three doors 
are closed, The aim of'the game 
is to allow the good guys (and 
gal) to deposit loot in the bank: 
gach of the nine phases of the 
working day lasts until some 
money has been deposited by a 
customer through each door. 
The doors swing open at ran- 
dom intervals to reveal either an 
 honest customer clutching a bag 
Of money or a baddie, Intent on 
pumping you full of lead. 
| Understandably, the bank 
manager is not too keen on 
having his customers blown 
away — shooting an innocent 
depositor results in the loss of 
two lives, one of which is yours. 
| On the other hand, if a baddie is 
allowed to stand on the thres- 
hold for too long, he loses off a 
shot, the screen goes black and 
“BANG” appears in blood red. 
He got you. To complicate mat- 
ters further, not all the baddies 
are out and out wicked. Julius 


deposit some money or he may 
pull a gun on you. 

Shooting the baddies who 
draw a gun on you before 
they've gota gun in their hand is 
simply not cricket old boy — and 
once again two lives are lost, 
Now and again one of the hon- 
est citizens will appear at an 
open doorway, only to be rob- 
bed and replaced by one of the 


Out... 

There's also a comedian for a 
customer — Bowie the dwarf. 
Bowie appears in an open door- 
way with seven hats piled on his 
head. To join in his joke you 
need to shoot his hats away — 
| the seventh hat reveals either a 
bag of money, which he'll pay in 
if you shoot it, or a bomb which 
blows a be to kingdom 
come if a bullet bounces off it. 

At the bottom of the screen, a 
dollar meter clocks up how 
much money has been paid into 
the bank so far — giving a 
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is to prevent a whole range of | 
baddies from robbing the bank | 


town leave their money safely 


time are displayed on screen — | 


the dandy, for instance may | 


bad guys and if you don't watch | 





vi a E Mi K Pi 


O dp. 


+ 


measure of your ability as secu- 
rity quard. Bonus dollars are 
added for shooting the bad guys 
and for each hat shot off Bowie's 
head. To the right of the cash 
register is the display which 
shows how many lives you have 
remaining. The goodies and 
baddies are reincarnated each 
time they're shot — indeed they 
must all be triplets, for the same 
character can appear simultane- 
ously in all three doonways. 

At the start of each phase of 
the day, there are twelve empty 
boxes at the top of the screen, 
numbered according to the 
doors of the bank. A red cursor 
straddles three of the boxes to 
let you know which three A rtals 
you are currentiy defending. A 
te rolling window above the 
middle door registers the arrival 
of on as a door closes be- 
hind a depositor, and the box 
corresponding to the door thr- 
ough which the cash was paid 
displays a doilar sign when 
some cash has arrived, 

When all twelve doors have 
been used to pay in cash and the 
rom of boxes is fullvof dollar 
signs, it's time to ear a little 


2. E prede 





freelance bounty money in a 
shootout with three bad guys on 
the bonus screen. The display 
changes and it's a good old 


fashioned three on one shoot | 
out. À counter decrements to | 


zero and the three guys draw 
guns — the quicker you shoot 
them the more bounty you win, 
but remember: shooting a chap 
who hasn't got a gun in his hand 
loses vou a life. Às the baddies 
turn up their toes to reveal the 
soles of their shoes, vour score 
appears in the air above their 
corpses — f you're really quick 


on the draw “EXTRA” appears | 
above a vanquished lawbreaker | 


to indicate that you have won an 
extra life. 

At the beginning of the game 
it's possible to choose what time 
to clock on for work — you can 
begin at phase 1, 3 or 6 of the 


nine phase day and, true to life. 


the further into a day's work you 
et, the harder it is. Phases 8 and 
| are overtime — it's dark out- 
side and the doors open to 
reveal shadowy figures against 


a blue background. Dangerous Value for money 


times indeed. No wonder they 
invented the Autobank. 


| €& “Espanola por favor! this is a 


| sharpening reactions." 
| 6 “This is a funny sort of game 


| tive action but is highly addic- 
| tive and enjoyable nevertheless. 
| neat finger work and gets incre- 


| | sive and excellently animated 


| get started. 


| animated, very jolhy 
Skill levels: 9 phases to the day, 
| and shoot out scenes 


| thatwill have you coming back 


for more 

Use ofcomputer | 74% 
| Graphics 87% 

Playability B9% 

Getting started 83% 










reat líttie game! Despite the 
instructions on my copy being 
in the language of senoritas and 
bullfighters, | managed to get 
into R quite quickly, The gra-. 
phics are big (| mean BIG], very. 
western like and pleasing. The. 
action required on level 6 is fast 
and furious — thank heaven for 
fast key responses. All you bud- 
ding Billy the Kids had better | 
mosie on down to the gen'ral 
int and pick up a copy of this 
one 


O “| liked West Bank. ft's simple 
and straighiforward but nicely 
presented and adodietive to play. 
The characters are nicely drawn 
and there's enough variety and 
surprise elements in the gameto 
keep you on your toes for a long 
wie — no matter how much 
you practice there's always 
going to be room for improve- 
ment. Lots of fun, and ideal for 


which involves some very repet- 


West Bank requires some pretty 


dibly fast and furious on later 
levels. The characters are mas- 


and the serolling, although 
blocky, is fast. The whole game 
has a great atmosphere as you 
wait to see what is revealed 
when the door opens — willit be 
soméone who draws a gun or | 
just a harmless lil lady... ltsa 
change to play something nice 
and mindless rather than having 
to wade through reams of ins- 
tructions before being able to 
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Control keys: O-P, Left-Right, 1, 
2,4 fire through left, middle and | 
right door, N to choose level 
Joystick: Kempston 
Keyboard play: well placed 
keys, responsive 

Use of colour: bright and 
cheerful, no clashes 
Graphics: large and clearly 


Sound: spot effects only, no 
tune 


getting progressively harder 
creens; scrolling bank screen 


General rating: an 
entertainingly simple program 


89% 
82% 
84% 


Addictive qualíties 
Overall 





Producer: Audiogenic 
Retail price: £9.95 
Language: machine code 





Cricket simulations are quite a 
difficult thing to do, since the 


ments in one day cricket and and 
equipping players with futuristic 
rotective clothing to induce a 
eling a fast danger into the 
game), but Audiogenic have 
added a little action to spice it 


up. 
| G6's TE has two plaving 


cade. With simulation one or 
two players can play but in 


may take part. First you have to 
decide how long the match will 
actually be: 40, 55 or 60 overs. If 
vou're in arcade mode then 
there's a choice of nine levels of 
play, the computer to battle 
against and a squad of twenty 
men from which to choose your 
team. You have to be careful to 
choose all the correct members 
of the team, taking into account 
each potential member's skills 
in batting, bowling and figiding. 

H simulation is chosen you 
don't actually take part as such 
but make tactical decisions 
when selecting. Once started it 
becomes a sit-back-and-watch 
strategy game with some inter- 
action after every innings. H'you 
are bowling then you can 
choose between the bowler 
attacking on the ofíside or the 
legside. If batting then you can 
choose between defensive, nor- 
mal or aggressive play. 

Arcade mode is entirely 
different, you actually take part 
in a test and bat and bow! in real 
time. When bowling you have to 


| move the joystick from side to | 


side Decathlon style to make 
vour bowler deliver a fast and 
hard ball. you want a slow 
delivery then just slow up the 
toggling for a bit. 
nen batting you have to 
manceuvre the batsman to a 
poa position and strike the ball 
by a timely press on the fire 
button. fyou get the stroke right 
then the ball is knocked for some 
runs, Get itspoton and you get a 
four or even a boundary six. 
bots 
Score ISS 
when a batsman is out. There is 
also another feature which al- 
| lows cricket teams to be loaded 
in so vou can play all your 
favourites — old or RE 


ame itself is a slow and leisure- | 
y one (despite recent develop- 


modes — simulation and ar | 


arcade mode only one player | 


ut the game the: 
own after cachoveror | 


LiY old! | 





COMMENTS 


& 'GG's Cricket does actually 
have some animated graphical 
content. Okay, you may consi- 
der why this is so exciting — 
well let's be honest chaps, until 
this game Cricket and graphics 
were just not on. (H was just not 
Cricket)! Fair enough, Ultimate 
won't be too worried by these 
graphics. The game allows for 
arcade or simulation play. Ar- 
cade — well it's not really hyper 
zappily good, but offers much 
more than 
for the simulation game, ks 

| much like the arcade ver- 
sion with less to do! In try- 
ing to liven the game up they've 
lost most of the strategic ele- 
ments but have gained in arcade 
qualíties.' 


€ Graham Gooch's Test Cricket 


is the best attempt at a cricket 





competitors. Às | 





simulation to appear on the 
Spectrum so far. Despite my 


| om disiike for the sport, | can 


gasily see how anyone interes- 
ted would instanily get hooked. 
For those of you uninterested in 
the arcade side of life there's a 
simulation mode allowing the 
player to make fine tactical 
changes between innings and 
men. In arcade mode things get 
a bit more exciting and may 
even appeal to some non-crick- 
eting fans. The animation of the 
figures is quite good and they 
move realistically despite their 
blocky appearance, adding gr- 
eatly to the overall flavour. This 
is à great simulation  wmhich 
should go down mel! with fans 
of the sport and deserves some 
attention outside of cricketing 
cireles.' 


& “Cricket seems to have been | 


one of those sports that a num- 
ber of companies have tried to 








simulate on the Spectrum from | 
the earliest days, mostly with 
rather sad results. The nature of 
the sport is a bit slow to provide 
fast thrillis on a computer, but | 
Audiogenic seem to have man- 
aged a satisfactory blend of the 
essential strategy elements with 
some of the arcade action that 
has been so lacking in previous 
cricketing simulations. For the | 
first time we have (almost) real 
looking playing characters do- 
ing very crickety things, and the 
screen cutting from main pitch 
to outfield action works very 
well. So Graham Gooch's Test 
Cricket may not be everyone's 
cup of tea, but it's a must for 


| cricket fans, a worthy buy for 


sports simulation collectors and 
probably well worth a look at for 
everyone else. 


gr 


Control gi Player Qne: 6/7 
left/right, 8/9 down/up, O fire 
Player Two: 1/2 left/right, 3/4 
down/up 5 fire | 
Joystick: Kempston, Interface 2 
Keyboard play: adequate 

Use of colour; good. Not much 
attribute clash 

Graphics: rather blobby 
Sound: good crowd cheer, not 
much else 

Skill levels: one, two types of 


ame ; 
le s: main screen, plus 





| menus and automatic fielding 


screen 
General rating: Best cricket 


“simulation yet on the Spectrum. 


Use of computer 72% 
Graphics 60% 
Playability 73% 
Getting started 69% 
Addictive qualíties 68% 
Value formoney | 64% 
Overall 65% 
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SQUIRT 
Producer: David F Todd 
Retail price: £2.50 


Language: machine code 
Author; David F Todd 





Squirt is the tale of a pocket 
sized plumber called in to mend 
a leaking sink. Trouble is, that 
when you re knee high to a pixel, 
à leaking sink is not the easiest 
of problems to tackle — espec- 
ialhy when various strange, 
malevolent objects populate 
that sink. To stop the tap from 
leaking, a full toolkit has to be 
collected. À small button situ- 
ated just undereath the tap 
causes Squirt's mate to bung 


down a toolto fillup the kitevery 
time. it's given a thud. The 
nasties flying around the sink 
| make life difficult — they're 
| prone to hitthe tool and cause it 
| to disintegrate. 
| Collecting toois would be 
impossible mf im wasnt for 
Squirt's Atomic Washing Liquid 
Bottle. Shooting from the hip, 
Squirt is able to blast away any 
of the sink sadists — apart from 
| the deadly red claw that appears 
ifhe hangs around too long. The 
claw homes in on Squirt merci- 
lessiy, which is bad news con- 
sidering its touch is deadly. 

The sink automatically. fixes 
itself once Squirt has a full tool- 
kit, but a fixed tap means it's 
time to move on to yet another 
job — another sink with a leaky 
tap populated by even more 
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brutal baddies. 

quirt's sink adventures are 
shown in à Gross sectional viGw 
of the basin. Being a fairly un- 
usual plumber, Squirt can fly 
aróund the sink but he can't 
venture into the water or fly out 
of the top, The baddies have the 
same restrictions as Squirt. 
Three baddies populate the sink 


at any given moment, andifone | 


is vaporised by a splash of radio- 
active washing liquid, then a 
clone of the dead baddie, full of 
equally  horrible  nastiness, 
enters from the top of the 
screen. 

As the drips drip from the 
faulty tap, the water level in the 
sink rises slowly. Hit gets to the 
rim of the porcelain, Squirt dies 
from a lack of space — the play- 
ing area simply gets too small. 


| Death is also a consequence of 


hitting arvy ot the basin baddies. 

às tools are captured by 
aquirt, a small replica of a tool- 
box builds itself slowly on the 
bottom status screen. Unce the 
toolkit's handle appears it's time 
to move on to the next sink. Also 
on the status bar are a numberof 
lozenge shaped objects repres- 
enting how many resurrections 
of Squirt remain — vou star 


with five lives. As in mostarcade | 


style games points are the prime 
motive: your score clocks up as 
denizens disintegrate and tools 
are taken. 

Each sink is different in the 
naughtiness of its nasties and 
the form that you opponents 
take. The first sheet has a team 
of mutant thermos flasks aggr- 
avating you, other contenders 


for king of the sink include cass- | 


| ettes, 


monstrous faces and 
CUPS, 
If Squirt's experiences are 


anything to go by, nó wonder | 


vou can't find a plumber when 
you wantone.... 


& There isn't really enough in | 


this game for it to be very play- 
able or compelling. À one screen 


playing area in which you are | 


set one task — to collect falting 
objects — seems to be a pretty 
out of date format for a game 
nowadays. This sort of game 
was around a couple of years 
ago. My copy of the game 
tended to crash half way 
through the first screen, but | 
don't think | missed much. The 


graphics are about average, 
with little flicker and not many 
attribute problems. The charac- 
ters move around the screen 
quite well, but sound is poorly 
used, with only a few spot 
effects. 


O This one gotoffto a grinding 
start with what | call a 'lazy'load- 
ing screen — just à screen from 
the game with a few overlaio 
tities. The game falls down else- 
where on points like the graph- 
18, ts somewhat reminiscent 
of Manic Miner, although not so 
well! animated. Squirt gets a bit 
monotonous after about a 
quarter of an hour, as the only 
things that progress are the 
'baddies' and the speed. Even at 
£2.50 this didn't appeal to me. 
Not one Fd recommend. 








O 'Not bad, Squirt was Okay, 
although it wasn't really very 
professional in style. Squirt him- 
self is a simple Dynamite Dan 
character who isn'tanimated, he 
simply faces the direction you 

oint him in. The graphics are 
ari but lack any real body 
— QNece you manage to escape 
the first screen you're faced with 
new aliens on the same back- 
drop. At £2.50 | suppose that you 


can't really complain, but Iwmon't | 


be adding this to my games col- 
lection 


Control keys: Q/W left, right P/L 
up down and M for fire. 
Joystick: Kempston and Cursor 





Keyboard play: fast, responsive 
and adequate 

Use of colour: some attribute 
clash, but nice use of primary 
colours 

Graphies: big, clear but sparse. 
Sound: nice spot effects, but 
mostly silent 

Skill levels: one 

Screens: one screen which gets 
progressively harder 

General rating: À simplistic 


| Game, but not a bad one atthat 


Use of computer 48% 
Graphics 41% 
Playability 42% 

Getting started 49% 
Addictive qualíties 43% 
Value for money 55% 
Overall51% 
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SCANNER Icon 
Saito pour 
imrmediate vicinity 
tor objects On dr just 
under the ground, 
namealy pisces of 
Zoldyila and Zokiar 
pomisr pods. The 
power pos play 
vital function th the 
game, providing 
extra Energy and 
TNPTELEFRERACT, 

rretimres, when 
vou destroy a city 
dam a FRIPURET pod 
can be found in the 
wreckago. Lock Tor 
them! 


ECHO TD leon 
Identifica Bed Zolda, 
When the icon ka 
sojected the map 
suttchas to short 

Fa PreREs duriel Duro 
appears, Move this 
Ovér whatever vol 
want to identify, 
press fire and two 
Wvirndiovara trampo 
from the leon, one 
shovnang à pleture ol 
tha Zold qundar 
esbmination and tho 
other givos a few 
brierl wrrds of 
description. 


THE MAP WINDOW 
This shows an aerial 
vio of to bocality 
and has tura 
muagnifications — 
torg range and short 
rango, The long 
range map shows all 
the featuros of tha 
inndscape and is 
used when planming 
the route for your 
Zoito takes — move 
the cursor to wheara 
Your ivané to be your 

ode well travol there, 
providing it dorsn't 
find hazards qn tre 
rosa 

The short rango 

map shows yo 
imunedist 


Bre any Rod Zolds in 
tha locabity, Às vo 
Zoli moves, the map 
serolks, 


MOVE Icon 

Used tó move your 
Ho dround the 
planet. The map goes 
into long range 
mode. anda cursor 
Eppears Ovitr pur 
Zod'e location. Move 
tha cursor to the 
place mifgro yo 
want your Zold to go 
and press fire. k then 
tollowes the coursa 
distated by tha 
cursor putomatically 
tuniass À seénces 
danger on tho way] 
allowing you to 
Concentrate on olhar 
ot funciona. 


YOUR CURRENT ZOID 


INFOR TOM Econ 

Viorks ko the Zoid D icon, except it can be used to 
call vp information on instalatlons — city domes, 
minas and radio bascóms, 




















EOIDTHOUGHT 
The a 


na 
Pielesi patas co 


THE STATUS DISPLAY 

This displa eo the condritton 1 vital functions — 
ammunitlon remaining imissies and bullets), 
DOE, sia gustainsd and tels you how many 
pieces of Zoidrilla have been collsctad, 


STATUS leon 

Cajmot th rmaiton LO 
be desplaved in the 
STATUS DISPLAY 
HrEa. 


GUNS lcom 

Thia is nutomaticalhy 
select by the Zoid 
Hit comes under fire 
When the icon Is 
deja te=el mn vulrudony 
EMEBrgEs SHOW ig 
the reimári 1] 


1h snosr 
Over rRiayed o Help Winiá 
aim the gun and 
torna the 


to yÓL e 
damage. 


NUSSILES teon 
Launches cameras 
dcpuippesi migeilas. 
The map switehes to 
short range and onco 
vour target hes been 
Gelectad vuTih.the 
cursor anothor 

ii “primado 


q tpath of the 
Fresh 25 500M 

qh the camera. 

3 Tiaht you 
tr Dvera 

ett/righat 

Dry, dd you 
to guide the 


| indiouy 

a mushroom 

cloud appesrs on 
detonation. 


RADIO BASE loorm 
Thia plays an 
Important part in the 
to since E aliow 


5 YOU Can 
request a misalha 
strike on à Rod ota 
installation. Tha 
missites usually tako 
around haH a minute 
to mach Lheolr targot 
burt ara very efinctiva 
dred never miss. 

The othertunetion 
of this leon Es to. 
cosrtact home base 
and tail them tha 
location of a placa of 
Favo d oi you firicl 

Whan you dx 


FA nu d your? Fá told tz 
Durborra tha ly 
died to & more 
powerful model, The 
aokground colour of 
pour display wl 


changes and a mew 


Eoid name appears at 
the top, The order às 
Spidarzoid, 


Trooperrólo. Tank, 
Great Gorg 

finally Zoidzilla 
hirmsolf. 
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CRITICISM 
Eye played on the Spectrum. 
are games ' better 


A graphics, better sound and ones 
a have amazing features, 
but this one with the ob 
depth of game and fabulous on- 
screen presentation, overshad- 
ue them all. The objective pl 
the game seerns pretty sim 
but actually achieving the task 
ag a combination of ar- 
Ea skilis and strategy. After 
laving the all morning | 
rd myself still discovering 
aspects of pano that Td 
ripar a Pes 
program oflers a E aidl- 
enge, but the task it throws 
down is by no means an 
impossible one, it just requires a 
lot of learning and experiment- 
ation. Unlike most games the 
reward for finishing is one 
which makes the game well 
“worth perseverin with. The 
“graphics are excellent, with an 
amazing windowing system 
and excellent 3D when you have 
to guide a missile to its: 
Zoids is a game not to be 
missed.' 
or vou can onty afford one 
pes this month then this is the 
one to buy! The Electronic Pencil 
company have improved vast 
om their first game, the Fou 
Protocol, an have produced 
one of the most addictive, en- 
grossing and innovative games 
to appear for quite a while. Fol- 
towing the síyie of some of 
Denton Designs! games they 
have included icons, windows 
and arcade action to produce a 
game that has much to offer the 
Diayer The depth of play is 
astounding. Graphically the 
game is very good, but the sheer 
scope of doids makes it a 
winner. As well as being & 
massive game it is also very 
easy to get into: the icons are 





] 
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very straight forward and in no 


time at all you are running 
around doing batile with Red 


se This game could take a 
e of months to play out, 
dif you want a lot of enter- 

ih for yourmoney, get it" 


most prominent aspect 


& Them 
of Zoid's is the strategy element. 
There are snippets of arcade 


action too, and when they do 


come up they're very good. The 
icons are simple and easy to use 


and the graphics are very good. 


Sound is the only thing that the 
game lacks, as |5 the case so 


often with h Spectrum games, but 
it's not really that important, is 
t? Ed recommend Zara to any- 


one who likes a good challenge, 
because it's not a “10 minutes 
play and its finished' job uniike 
so many of the games these 


days. 
COMMENTS 


Contas keys: definable 
oystick: empston 
Keyboard play: responsive 
vi Som very aa 

CS: Ex withavery 
fastand Sat ori 
system 
Sound: reasonable . 
Skill leveis: gets harder as you 


start to cause trouble to tha 


enemy 
Screens: main dis tay console, 
eg windows and a serolling. 


map 
General rating: A brilliant 
arcade action/strategy game. 


Useof computer 94% 


Graphics | 95% 
Playability 93% 


Getting started 89% 
Addictive qualíties 95% 
Value for money 96% 
Overall 96% 


The arcade sequence in which you have to shoot 
down Sec Td accessed automatically 


by your Zoid 


18 CRASH February 1986 


Es under attack 


Guiding your missio home, Left/right to dodge the 
bits of scenery that get in the way! 


Taking a closer look at one of the festures 
of the city network vii the INFORMA THD 
ion nperie lite veindioas 





era map, used when calling upe , 


Long + 
radio stri 
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Retail price: £7.99 
Language: machine code 
Author: Gamestar 


The title of this game could well 
lead you to believe that you don 
the boxing gloves of Barry 
MecGuigan himself and take to 
the ring. You don't. The idea 


| behind the game is to work your 


way through the ranks of pro- 
fessional and semi-professional 
boxers S0 you can take on the 
e A Irishman himself and try 
to beat him. 

When you start the game you 
are asked to assemble your 
boxer. This interesting option 
allows you to add personality 
and individual style to your 


combatant. You can select his | 
race, the colour of his shorts and | 
hair, his personality bjo | 


from “loudmouth' to “nice guy 


| and then the actual type of | | 
fighter he is. You have several | 


options: dancer, boxer, mixed, 
slugger and bulldog. These all 
give a really individual style, and 
if you can work out which isthe 
best sort of boxer to build to suit 
your style of gameplay you gain 
anedge. 

Once you've chosen vour 
boxer, the build-up to the fight 
begins. First choose the oppon- 
ent to challenge, Initially, you 
can only challenge one of two 
lowest ranked boxers because 

ou're new to the circuit and the 


ig boys arent interested in | 


small fry. Ittakes quite a while to 


build up a reputation and, like | 
anything else in life, you have to | 


fight consistently well if vou 
want to get anywhere in your 
career. 

With an opponent lined up, it's 
wise to get in a spot of training. 
You're told what sort of fight 
pe be having, the boxer's 


jaration there is before the fight. 

raining time has to be allocated 
to five different routines: road 
work, light bag, heavy bag, 
weights and spar time. This isn't 


to be taken light heartedly — 


with careful training it's possible 
to fine-tune your boxer but if 
you're not careful you could end 
up giving your boxer massive 
strength while leaving him with 
very lrtle stamina. 

Wirth training behind you, it's 
into the ring. o aja takes 
place in a packed arena with 
your boxer viewed from the side 
in semi 3D. The boxers can 
move backwards and forwards 
and have a total of nine moves 
available to them. Punches and 
defensive moves are controlled 
using up/down/left'right, and 
the four direction keys in con 
junction with fire — much the 
same as in Way of the Exploding 
Fist. Abandoning the joystick or 





| Punches under 











keyboard puts the boxer into 


automatic defence mode, which | 


is useful against body blows 
from the opposing fighter. 
your control 
include jabs, hooks, cross pun- 


| ches, uppercuts, body blows 


and also a “guard up' so you can 
ward off am attacking opponent 
without getting hurt. 

The time, round number, 


points, endurance and count are 
all displayed on screen during 
the bout, with the count coming 
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BARRY MCcGUIGAN WORLD 
CHAMPIONSHIP BOXING 


Producer: Activision 


human opponent in a radeto the 
top slot. 
| CRITICISM 


: ae 


] 


, 


O There is no shortage of 
instructions for this program: 
every a of the game is 
explained down the the very 
last detail! Both the strategic 
elements and presentation are 
very good, but unfortunately | 
found the game itself to be too 
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Boxing is a goes game and well | 
worth its asking price.” 


| 6 “| love fight simulators, and 


Barry MeGuigan's Boxing is the 
best I've played, It generates a 
really great atmosphere as you 
try to battle your way to become 
the World Champion. The 
design-a-boxer option is excel 
lent and allows you to build up 
your very own boxers. The 
raphics are excellent too, with. 
Dig, detailed sprites and some 
nice touches, like cameras flash- 
ing im the audience when a 
boxer is KO'ed. With its masses 
of options and brilliant game- 
E this has got to be the best 
oxing simulation on the market 
— get. | 
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| “Into action when one of vou gets 
rm and how many weeks pre- | | 


knocked down. Between fro- 


“unds, you're given an update of 


your condition and are told how 
the crowd is reacting, which 
helps you decide how to fight 
the next round — you can go for 
a knockout, fight defensively, 
tre your opponent or try to gain 
points. 

you boxer wins fights he 


moves up the elite ranks of. 


boxing and can challenge stron- 
ger opponents (there are nine- 
teen in all), eventually getting to 
challenge MeGuigan himself. 
Each of the challengers has his 
own “personality and an indivi- 
dual fighting style. Your oppon- 
ents get progressively tougher 


| and more determined, becom- | 


ing more strong, skilful and 
cunning the higher up the eche- 
lons you go. | 

Ifyou want to slug it out with a 
friend (or enemy) without get- 
ting bruised, a two player option 
allows you to battle it out with a 


hard to play. Unlike programs 
such as Fist and Kung-Fu, à is 
very hard to place an accurate 
hit on your opponent. you 
think you'll be able to master it, 
it may be worth having a go at, 
but m afraid | didn't find it too 
appealing. 


O “* found Barry MecGuigan's 
Boxing to he a totally absorbing 
game. For a start it's nice and 
colourtu! and unlike Frank 
Bruno's, you have a good 
amount of contro! over your 
boxer. Before each fight you're 
given time to train to build up 
aspects of your character that 
you may fee/are lacking, making 
the game very realístic to play — 
Ff you muck up the training then 
ts nobody else's fault but your 
own, The actua! fight sequence 
15 well animated and the moves 
available are well chosen. One 
regret | had concerned the way 
the computer controls all left or 
right movement. Overall, BM's 


— 








COMMENTS 


Control keys: definable 
Joystick: Kempston, Interface 2 
and Protek 

Keyboard play: responsive 


Use of colour: good, avoids 


attributes | 
Graphics: big, detailed and well 
animated characters and some 
nice touches 
Sound: jolhy little jingles and 
“atos noises 

dH levels: 19 different boxers 
Screens: N/A 
General rating: an excellent 


boxing game 
Use of computer 91% 
Graphics 89% 
Playability | B6% 
Getting started 88% | 
Addictive qualíties 85% | 
Value for money 87% 
Overall 88% 
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pLeW o. 


Producer: Mastertronic 
Retail price: £1.99 
Language: machine code 
Author: Sever Software 


lapsed. Earth needs energy, and 
needs it fast. You've been given 
the task of saving the world. In 
the days of the old republie, 
nuclear plasma — an excellent 

owersource — was stored on 
our different planets. For years 


| the pods have remained harm- | 


less, sitting on the different 
worids inside roc caverns. 
dd with a highly manoeu- 
verable but totally una ig ship 
Hs your job to fly over the pods 
and capture them one by one 
with your ship's tractor beam. 

The plan is fine, but one thing 
everyone forgot was the auto- 
matic defence system created 
by the long gone empire. As 
your ship approaches, ancient 
gun housings burst into life. 

our only ane is to dodge the 
samira shell 

Your first problem with play- 
ing 1985 is encountered when 
travellin 
planets. You begin on a moon 
near to the four podzones, and 


angar construction. When the 
game starts, the mooring beams 
pull away leaving your space- 


affects your ship and it starts to 


drift down. A short burst of 
thrust is needed to avoid bash- 
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Big Brother's regime has col- | 


to one of the Tour 


our craft is moored in a sort of 





HI! 


| 
di the hangar walls. 
he spacecraft is a bit like the 
one in Asteroids. it can rotate 
and thrust, and since the moon 
and all-the planets the pods are 
housed on are airless, there's no 
friction at all. A short pulse of 
thróttle and you're liable to drift 
for ages. This makes it very easy 
to crash into things. Ônce out 
the hangar, you have a choice of 
four planets sitting inthe sky. Fly 
towards one of the planets and a 
transporter beam whips the ship 
down to the world's surface. 
Your ship constantly uses fuel 
when going after a pod, and if 
the fuel bar at the bottom of the 


| screen indicates an empty tank, 
ship drifting in mid air. Gravity | 


vou crash. Once the plasma is 
collected, some of the energy is 
syvphoned into the ship and the 
fuel bar at the bottom of the 





screen is Pedi The main 
screen takes up the top three 
cel of'the display, showing 
planet in a pseudo three 
dimensional view. Às the craft 
nears the edge of the screen, 
more scenery scrolis into view. 
Gun emplacements are quite 
deadly, firing slow bullets at the 
spaceship. Though they look 
very easy to dodge, it soon be- 
comes alí too easy collide with a 
shell and die. Sinister yellow 
spaceships patrol the skies of 
the four plasma worlds. They 
dont take an active stand 
against your mission but repre- 
sent an extra hazard to avoio. 
Once the four sheets have 
been negotiated, there's an 
extra stage where the fusion 


core itself is held. Trying to | 


rescue this little goody is not 
very easy at all, but the rewards 
are very much worth it. 


CRITICISM | 


& “1985 is a version of the arcade 





classic Gravitar and though | 
Mastertronic wisely didn't try 


and recreate the vector gra 


the end effect isn't really allthat 


impressive. Though | don't act- 


| ually hate this game it inspired a 


real indifference. Graphically it 


looks like a throwback from | 


earby 5 m software days: 
the colours are garish and the 
movement is not very good. 
While the game is meant to 
feature proper artificial interia 
and gravity, it fails because it is 
just too jerky. Admittedly, 









about a o, mig ht have 
| got a bh oninisieste about 


1985, 


io e ii HER: 









indo but nowadays it's just old 
at. 


O This is the kind of game that 
gives budget software a bad 
name. Graphically there is a 
great deal of flicker, and lots of 


attribute problems. The grap- 


fucs are also unvaried and bor- 
ing; às for sound there are oniyv a 

spot effects here and there. 
Controlling your craft is hard at 
first, but it gets easier after à 
little practise. There isn't really 
Fi going on for 1985 to be 
any fun, 


O “Not exactly a thrilling plot: 
find a few nuclear pods on a few 
planets. | was hoping that the 

ame itself psd à compensate 

rH, but it doesn't. | never 
ceases to amaze me how 
Mastertronic can produce a nice 
professional game like Soul of a 
Robot one daythen churn out 
some utter garbage like 1955. 
Sorry, Masterchroni.. er.. tronic, 
but 1985 is the wrong time for 
this. 1982 would have been 
more appropriate. 


COMMENTS 


Control k Z!X rotate left/ 
right, SPAC is thrust and 
symbol! shift for tractor beam 
Joystick: Kempston 

Keyboard play: responsive 
Usa of colour: nasty attribute 
clash when screen scrolls 
Graphics: a bit old fashioned 
and definitely not exceptional 
Sound: irritating noise 
throughout game plus tatty 
death noise 

Skill levels: one 

Screens: six 

General rating: Not bad, but 
really ancient in comparison to 
Mastertronic's recent offerings 





Use of computer 19% 


Graphics 21% 
 Playability 12% 
Getting started 22% 
Addictive qualíties 17% 
Value for money 25% 
Overall 21% 





| 
| 









" b What Is Think! 
) Essentially a board-game designed 


specifically for your computer, which, 
| like allthe best board games, is EASY 
TO LEARN but EXTREMELY DIFFICULT 
TO MASTER. 


his) features: — Played on 6 X 6 grid, THINK! will provide 
Instant replays ! Icon-driven menu — hoursoffunand frustration for all ages — 
Play the computer or a friend | 
Joystick or keyboard contro! 
HINK! Variations:— 


a practice mode where the computer analyses and advises on 
your moves 


x SPEED THINK 
each player has a limited time to make each move 
each player has a limited time to complete all their moves 
the computer will set some flendish problems for you to solve 


oryou can set up your own grids for the computer or a friend 
to solve. 


DON'T THIN ABOUT THINK: 
Buy a copy — It's out now. 


Available from all good software retailers  ifit's not there, please orderit=orin case of 
giiticulty, send yourcrossed chegueiPO made out to Ariolasoft UK Ltd. including your own 




















name and address to Suite 105-106 Asphalte House, Palace Street, London SW1E 5HS. ariola nom 
THINK! S pecirum 48K cassette £7 5. Ukorers onty. Prices include PAP Please allow 28 days for delivery HIGH PERFORMANCE PROGRAM 


Dallblazer FROM 





LUCASFILM GAMES. 
COMPETITIVE SPORT IN THE 
KNOWN UNIVERSE! 


The year, 3097 TRE game Ballblazer'" - tne fastestana 
most competrive sportin the known universe TRE 
iterstellar Ballblazer ConferencelMisaboutto Pedir. 
For the first time, an eartaNaa Ras Battea vo vo Nolalido 
compete for his planet SRonouraRa Remate title 
any being can possess: Masterniazer 


et play comimence... 


Also available on Atari cassette and disk, Commodore 64/128 cassette and disk 
From selected branches of Boots, WH Smith. John Menzies. Lasky'5, Spectrum, Greens, 
Woolworth, Littlewoods and good computer software stores everywhere, 
Mailorder: Activiston (UKI Ltd. 15 Harley Hoúse Marvishane Pnad Inada ILESHET 
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Producer: Softfirm 

Retail price: £6.95 
Language: machine code 
Author: J Tomkins 


Computer-Wordsearch puts 
those word-finding puzzles be- 
loved of Competition Minions 
and Puzzle Fans onto your 
Spectrum's screen, and boasts a 
“vast range” of subjects from 
which wordsearch puzzles can 
be built — over a hundred are 
available from the subject menu 
once the game's loaded. 

The main menu screen pro- 
vides four options to choose 
between: words on a set theme, 
which gives access to the sub- 
menu of subjects and allows the 
player to choose how many 
words the square will contain (9, | 
18 or 27); mixed words taken 
from a variety of subject areas 
(the player can chose to have 9 
or 18 words in a mixed square); 
lucky dip, which selects a sub- 
ject area and the number of 
words that will be in the square 


| at random, and finally, the play- 


ercan opt to enter up to eighteen 
words of 2 to 10 letters for in- 
clusion in a specially created 
wordsquare. Ônce the type of 
wordsquare desired has been 
selected and the number of 
words it contains entered if 
appropriate, the program then 
constructs the wordsquare in 


the playing area. 

Ali “the wordsquares are 20 
columns by 20 rows and are 
drawn row by row into a box 
which occupies over half the 
screen area. To the right of the 
main playing area are the status 
paneis. Une gives details about 
the square currently being 
played, including the number of 
words it contains, the theme of 
the square and the target time 
tor finding all the words hidden 
away in the grid. There is a 
counter, which decrements in 
real time to remind you that you 
are supposed to be up against 
the clock, but a cheat mode 
| ge H) allows you to suspend 

e passage of time — well halt 
the clock, anyway — in order to 
have a good think. Below the 
counter is à display area which 
lists nine of the words which 
have to be found. This can be 
paged if the square contains 
more than nine words. A score- 
line advises the state of play, 


Únce a square has been en- | 


tered in the main playing area, 
the cursor keys control a flash- 
ing block which can be moved 
around to cover letters in the 

rid. When a word has been 
ound the cursor needs to be 
moved over its first letter and 
the F key depressed, then over 
its last letter and the L key hit 
thus telling the computer that a 
word has been discovered. Ifthe 
cursor has been used correctly, 
the word is then struck through 
with à blue line on the grid and 





removed from the wordlist. 

At any time in a searching 
session it is possible to quit the 
game, and before returning to 
the main menu screen the com- 
puter strikes through all the 
words in the square that have 
not been found — thus provin 
to the player that they WERE 
there ail the time! 

If 20 x 20 wordsquares sud- 
denly start appearing in the 
magazine, you can be sure that 
the Competition Minion has got 
hold of this program — it allows 
you to print out a wordsearch 
vou have created... 


CRITICISM 





6 'H you're keen on wordsearch 
puzzles, this game will go down 
well with you, ite the fact 
that it is not exactly brillianthy 
programmed, For instance, if 
you opt to make up your own 
wordsquare and don't actually 
put any words in ft — hitting 
enter against the first word — 
the program merriky prints out a 
square, telling you that the 
square contains O words and 
that you have 4 minutes to find 
them. Do nothing for a minute, 
and pandemonium breaks lo- 
ose:; the border starts Tlashing, 
the beeper chirps away and the 
message “congratulations — all 
words found” scampers across 
the m of the screen. Pres- 
sing a key restores normality. 


| While you can print out your 
| OM squares, it's a shame that 
| the program doesn't allow you 


| rates 


| adequate 











to print out the squares it gene- 
itself from words it 

in memory — poring over the 
letters on the screen can get a 
bit tiring after a while. | can't be 
bothered with wordsearch puz- 
zles at the best of times, so 
wouldn't invest in this game — 
but if you like such puzzles .... 


O | can't really see the point of 
writing this sort of program on & 
computer — yot can get books 
and books full of wordsearches 
for less than 5% of the asking | 
price. The actual program isn't 
too bad and works quite well, 
the only problem is reading the 
telly screen like vou would a 
book — some of the colour 
schemes are rather garish and 
eyebal! strain sets in after a 
wie. | suppose if you really 
enjoy making up wordsquares 
and you rn acomputerto heip | 
vou to do so then this is find, but 
personaily | find the whole thing 
rather futile.' 


O 'Anice try at capturing a slotin 
the market. Somehow, though, | 
get the impression that even 
wordsearch fanatics will prefer 
the traditional pencil and paper 
implementation. Peering at the 
tie letters on a TV screen soon 
gets tiring, | found. The actual 
programming is fairly basic — 
there's no gloss to the package. 
At £6.95 this game is grossly 
overpriced — £1,99 would have 
been fairer. Admittediy. you get 
a finite number of wordsquares 
in puzzle magazines for seven 
pounds, but in terms of Spec- 


trum games you can get much 
better value than Computer 
Wordsearch. Compare this 


game to Zoids, for instance, 
which is only a pound dearer...' | 


COMMENTS 





Control keys: cursor keys to 
control flashing cursor, Fto 
mark first letter in a found word, 
Lto mark last letter, H to pause, 
O to Quit 

| tick: Cursor if you wanted 
Keyboard play: perfectiy 


Use of colour: a bit garish 
Graphics: unsubtle — text a bit 
tiring to read 

sound: beep! 
Skill levels: one 
Screens: menus and main 
wordsquare 
General rating: probably onl 
for the most ardent worsearci 
freak 





Use of computer 41% 
Graphics 39% 
Playability 53% 
Getting started 60% 
Addictive qualíties 32% 
Value formoney 28% 
Overall 33% 
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Producer: Imagine 
Retail price: £7.95 


Language: machine code 


Author: 


The current fad for martial arts 
ca continues with Imagine's 
atest arcade conversion Vie Ar 
Kung Eu. The. ame has its roots 
firmly imbedded in the original 
Japanese Konami arcade game 
and contains the same oppon- 
ents and controls, as well as two. 
of the backdrops from the coin- 
opversion. 

The game scenario is quite 
simple and typically Japanese: 
You take the role of humble 
Colong who, for reasons best 
known to himself, has to follow 
in the footsteps of his father and 
honour his “llálog by becoming 
a Kung Fu Grand Master. To do 
this he has to defeat the oppo- 


nents who confront him on his 


quest. These rather odd-looking 
adversaries vary from huge jelly 
like giants who have the ability 
to fly across the screen at you, to 


petite females who enjoy trying 


to kill you by flinging their fans 
at you. 

olong, being a dab hand at 
the Kung Fu routine has sixteen 
special moves to confound, con- 


fuse and eos À kill off his: 


opponents with. these are 
accessed via the joystick or nine 
keys, in similar fashion to Inter- 
national! Karate. Some of the 
moves, such as the roundhouse, 
fiying kick and leg sweep, will be 
familiar to those who already 
have a martial arts program 
gracing their software collec- 
ton. Others, like flying and leap- 
ing punches, the stride punch 
and ground kick are totally new. 
Points are awarded for well axe- 
cuted moves and a bonus life is 
auea if you manage to reach 
0,000 points. 

When neuro ateu have the 
choice of three diflerent modes: 
walking mode, punching mode, 
and kicking mode. You start the 
game in walking mode and 
when you're near enough to 
your opponent you have the 


Option of being able to either 


kick or use your fists. 

At the start of the game, both 
You and your opponent are 
given a certain amount of en- 
ergy which is shown on-screen 
inthe-form ofa bar. Ifyou get hit, 
your bar diminishes slightiy. To 
defeat your opponent you have 
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You manage to do that then you again — oniy this time they're H you didn't get Fist, and you 


METER! 


tediFrpataaça 


try cpadapáparopadodopapárádededo rd 
Pipettes st] 
Han detidas dad dad adeda dada ada prragudadas o, 
| 


CORRE PRP 


va 
RAI a ú Ê ENTE q: E , ? = ! 
) papi) E ) , r E 
per epade Lada ' ETMUIDIA 8 ! Mn ito n EH pt Hi 
I E a - 0 dd br ml Bi 1 E r y É 
ms 1 | | 






Hi adage o 
E Lopo | É náddrda 
dpdbdtadar [] 
dada auf tt 
cbibeladador cdádapaderas i e f f 
pH no 


ToPdedo dedo dean pi pára HH En 
GRI Ro SE Eno 
as PARIPARAREDERISIMIDARARITA SS ORs sra ssa dana 


REP RE cPe dinda pefa dada dera re lo] 
nha + Bd tiadpegdguag PET TATICO 


+ 
ri 
bEdbobar pastar Po Rad APS 


EáritagagEitaça nie 


a 


E Tm mo 


"ih 

a] 
ur, i 
Ê E 


Par, 


E eh ge o “ig PS gp a 
y k 

































| DE o aq ERRO qt osso (6 OR ig a RO URI E 
WA Í ts 
Le Ee As y u ' gt : " a 
! da y e. ; . | | 
tas E “a F pr Ri je E ar já! ; h 
q k “e. a a dr di? a ur. , HE 
y ui Lo: F. a Es — p' Lota Dao le 
Td é E , p : x HA Uia ] 
“E E VR e pol ul if" “ga E H Bl à 
$i im! EA q a gr 
| | ad é q LL END E | 
| E 
EM 
nt 
ds E 
Pu | fio ed DEM ERREI A cópia bja CRLEETETRAS ROSSAS DRESS: 
Wind ad dai DA a LL esa a A TR tg, od eba do tas À, SE rt ima dat o der Mit pa dia nda dos datrties ds Eai Ego th dirigindo 





to make his or her energy bar Master, and has to challenge the ves to be far more difficult and 
reach zero before yours does. same set of opponents all over things start to get really hectic. 


want a good mince em up, get 
this. Even if you did, this is well | 
worth considering because of | 
its different approach and the | 
variety of opponents it offers.' | 


are promoted to the next, more meaner and faster. 
difficult opponent with your Ea 
energy level restored to maxi- 
mum; ifyou don'twin, then you 
lose one of your five lives and 
have to tackle the same oppon- 
ent again. 

Each combatant has a unique 
way of fighti ng and you had to 
modify your fighting strategy in 
order to win. Some of the oppo- 





À CRITICISM 


O '| found this to be adbetter O “Vie Ar Kung Fu is an excellent 
aaa ima Way ofthe Exploding game and really shows that Ima- 
ist because of its variety. There gine are swiftly becoming one of 


are nine different opponents [he best software development 


nents carry weapons — poles, 
throwing stars, shields, swords, 
sticks and fans which have to be 
jumped over or ducked under, 


while avoóiding the usual melee 


of punches and kicks. If you 
along fo beat the final oppo- 
nent Colong becomes a Grand 


and each one is portrayed with 
very good graphics indeed, The 
eny real disappointment for me 
Is that the level of difficulty is a 
lrttle low to start with, and it is 
easy to see all the opp in 
the first few goes. To ba fair 
though, the second round pro- 


houses in Britain, ft's easily the 
best of the Spectrum martialarts 
programs because of the variety 
of characters and excellent ar- 
cade style playability. The gra- 
phics are cleverty designed and 
avoid attribute problems — 
something Spectrum owners 
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The return of'the legendary crusader -skilfully 
fencing through screens of mystery and dan ger! 








Spectrum 48K at £8.95 Er indigo cit 


ose from | | Write enclosing £8.95 (inc. p+p) to 
E dada d Es E 204 Worple Road, London SW20 8PN 
weapons am : | or telephone with your credit 


fight for your freedom DOMARK | card number on 01-947 5624. 





advertising attitudes from the software companies. 






| Please do something! | can't 





1 case in point is Swords and 





| This is the first issue of 19865, yet I'm writing before Christmas (just 


-—- and if | don't get a move on there won't be any turkey left — wrell 
duck actually, Ludlow duck is justly famed.) 

The Big Thing recently has been the cover of December's issue of 
CRASH and the Domark adverts for Friday the 13th. This seems to 
have sparked off a controversy of sweeping proportions, with some 
parents cancelling their orders for the magazine. More of that in due 
course. Lots have written in with things to say about the game Elite 
from Firebird — some nice things about the game, some unpleasant 
things to say about Lenslok. In fact Lenslok looks all set to take over 
from turbo loaders as The Big Moan. ; 

Ive received a massive mailbag of very interesting letters this 
month and picking one out for special mention has proved difficult, 
but in the end | opted for this one begging for some change in 


a 





he 48K Spectrum. K'sbyOcean' the software award for letter of 
Rambo? (Heh,heh)Sorry  themonth, so that's £20 worth 
Wei pata ácido Ei 
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Sorcery which has now been in 


, development for roughly a vear. 
EXISTENCE-IAL Why should PSS be allowed to 
PHILOSOPHY take consumers' cash for a game 

that has not (as far as | can tell) 
Dear CRASH, been finished yet? Itis morally 


and ethically wrong. 

stand it anymore. Why must Also there was Tomahawk 
software houses advertise which has been advertised in 

“ida two or three months ape mag since the year dot. h 
jefore they are even finished? as now surfaced way off 

Eh? Tell me why! schedule. Ifl had sent of £10 

Looking through your pretty | when the first ad appeared, | 

damn devastating' magazine would now be well displeased to 

you can findat least ten ads for | say the least. Do the ASA 

games thatarenotyetonsale. A | Advertising Standards 

' | Authority) check out such cases? 


 SOFTWORE CHIRP 





[am now worried about 
sending off large cheques to 
software houses for games that 
only existin a programmer's 
imagination. Can'tthe 
influential Big Cheeses at 
CRASH Towers get someone to 
pass a law about advertising à 
product that does not exist? am 
sureother readers of CRASH will 
agree that adverts should only 
be placed in mags when the 
product is ready for sale, 

Perhaps we can put an end to 
teasers that encourage people 
to buy games that they haven't 
seen. | am sure that owners of 
he Great Space Race would 
agree that, had they seen the 
game beforehand, they 
wouldn't havesplashed the cash 
so easily, There is a moral to this 
letter! 


AACR WISOC (An Angry CRASH 
Reader Who |s Short Of Cash), 
Ringwood, Hants 


| ftsannoving, | know, but if it's 


any consolation, software 
houses don tlike this happening 
either, because it tend's to hit 
sales if a program misses its 
Promotional “window, 

However, sometimes things just 
go wrong with finishing a game 
and bearing in mind the 

software house has to book its 
advertising many weeks before | 
an issue appears, there is e | 
a danger of saving OUT NOW 
when it's not. 

As to product that (s 
advertised long before it 
emerges, should you have sent 
cash in good faith, then of 
course you are entitled to 
receive a refund alter 28 days if 
vou opt not to hang on for the 
product. In general it seems to 
me that these two writers have a 
very ana point. The worst of 
this kind of advertising — of a 
completely unfinished game — 
15 helping to damage the 
industry. 

LM 








This software chart was in our 
local paper 


Andrew Graham, Ponteland, 
Newcastle-upon-Tyne 
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|| THAT Cover 


Dear CRASH Magazine 

“Iwas disgusted atthe horrific 

“picture on the December issue 
of your Publication. My youngar 

“brother, who reçeives vour 


| Eee Cio iG fa only nihe. 


pd Thardiy thinkthe covers are 
suitable for lhat age range and. 


| over. | really thinkthat the 
| pictures from the film inside | 


were Lotally unnecessary and 
quite disturbing, | also don't 
really see whatskimpily clad 
women have todo with 
“Computers (lesue 27 and | 
others)! Adotofthe covers have 


great sexual overtones and are 


totally irrelevant 
Mellany Robinson, Camberley, 


lá You are not tobe fair, the onty 


person to complsin about the 
December cover of CRASH. The 


| office received quite a number 


DF compisints, including one 
fodywhoalsowrote 
complaining to the Press 
Council. Their reaction was to 


|| Dasson the complaint, and. 


Graeme Kidd wrateto her in 


-Tacl, though she objected to the 


cover, her real Cause for unset 
was the Domark advertisement 


“for Fday the 13th, mich has 


magazines, Vi give my views if 
a mementalterone primo 
others have had their say. As to 
the sexual! overtanes of the 
covers, this seemsa very 
overstated print df view. In 24 


months the only covers that 


come to mind that might fit your 


|| billare;hio 2 the “King Kong! 
IRF UNE, 


! ere agir! is seen grasped. 
“hn Kong's paw-— very much 
based on theogriginal film 
“theme; No 17, where | suppose 
“themenmbers ol Frankie Goes To 
- Hollywood dressed in their 
“Bintfiday suits as cherubs might 
De considered sexual; and No 


| 18 thecover based loosely on 


"te game Dun Daraçh, where 
Kar holds Losg in bondage. 
Whether these coverscan 
strictly be said'to be sexual" is 


very muchopento 


| interpretation, ant in ahy event 


to refer to three covers out ol 24 


|| asa lot seems to be a gross: 


“exaggeration. 


“tenexi readerhas thrsto soy 


A hi 


DearSir 

By what Lam aboutto write 
may be branded a reactionary 
old fuddy-ducdy (rm 37 years 
old), but Ieelitneads to be said. 


— The cover to the December 


Xmas — peace and goodwill tá 
Blimen) Issue has tfanscended 
the bounds of good taste, Whilst 
Fm all for alien ce and 
gobs of green bloód, tha Frioay 


TSth themes totally sick and 
“ horrmiio: 


— My nineyear old-son and 
eleven year old daughter wers 
“Horriied by the cover, the 


|| spurting blood depicted is 


Obviously meant to be human, 


” A 
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-and page 148 — Mark and 
Dominic, obviously intelligent: 
“guys, words fail me! 
The currentspate of sick and 
horrific computer games is an. 
unnscessary trend which | 
would have thought influential 
magazines such às yours would 


“Not prometeto impressionable 


Youngsters who are your main 
reader group — where will it 
end, onemonders— 


Computerised sex orgies for the 


under fifteens? 
PS, Even the Friday [th Ad is 
puke-making. | 


This is the second complaint 
thal has started by attacking the 
vivlence impliigd m the cover 
Wustration and ended by linking 


itto sex, which cortainty plays 
No part in the cover — it really 
makes me wonder where it will 
emteng! | 

And the next, please ., 


“Dear Sir Lloyd, 


When | read the letters 
complaming about the gory. 
pictures in certain issues of thaí 
well-above-average publication 
called CRASH, | laughed with. 
amusement and contempt. That 
vas before | saw the December 
issue. Thatis sick, Some ofus do 
not go and see the mindless. 
gore films on principle-We 
certainly dont wish to see our 
regular magazine festuring that 
sortof thing on its cover, anda. 


still worse advert inside, My 


“comempt for that no-quality. 


company Domark ihcreaseth. 
Neithan, Chicheater o 


Point taken. Ane ever Onwares 


Dear Ltoyd, | 
Lam so angry that [thought | just 
had to put biro to paper and 
write to you. | used tó respect 
your mag a greatdeal until got 
this month's [No 23, December), 
Iwas looking through it, thinking 
ves, gosh, ah, cool and other 
things to that effect until | got to 
páse 41, where | stopped in 
horror. | am not thinking of the 


preture on the from, or the ad on 


e JS or over ofthe preview. 


| pd Friday 13th on pages 146 and 


Tam thinking of lhe ad for the 
dl ad g a * 1 

Eventhe appearance of that 
disgusting word WHAM made 
me realise thai Lis was going to 
be gruesome, Às | looked on, | 
saw a picture óftha members 
George Weirdo' Michael and 
Andrew bed nose” Ridley. 
So gruesome, This really goime 
mao. [showed itto my friends 
and they totally agreed with me. 
7 Socome on, CRASH, don't be 
so disgusting ana let's have . 
more pokas instead of horrble 
pictures. | yuill gre ourmag 
ane more go: Butpicase don't 
do itagain: RE o 
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isgustedly, 
eone who doesn't like 
WHAM, Littla Sutton, Cheshire 


Yours d 


After The Osmonds and Perry. 
Como, Wham are my favourite 
group. How can poi possibly 
notiike them? However, sorry to 
ave so upsetyou!Resders 


complaining about unlucky days 


Well Row think This is a made up 


letter tor light relief butitis — 


E sido — there are people who 
Nate Wham, Butbackto the 


theme for the month, 


Sir. 
pet) read several of my kids' 
CRASH mags — and taken the 
Seissors to several ofthe worst 
rd this month's 

December) front cover and 
related internal themes have 
sunkto a newlow, 

Em getting fed upwith the 
macabre and evilundertones in 
much of the contents and [will 
be forced to.stop my son buying 
ifitdossn'timprove, which 
will be a shame-as il's g90d in 
general. . 


“lhepe gaming a quick buckat- 


any expense' isn'tyour only 
motivation, and that you have 
some [?) conscience about the 
harm you are doing to 
impressionable kids. | 
“Ism'tihere enough horrorin 


the world without you adding to 
isa an, tt? x 
N Rolls, Berkhammsted, Herts 


ÔQuite why peopie immediately 
think imakong à Quick Duck is the 


o 


reason for including something. 


with wilich the writer disagress, 


Has always puzeled me. No one 


ever sems to think that making 

a quick buck' is the reason for 

dp Se Ee ing nice (2 
Bulonwego ... 


Dear Sir, - 


Farm writing to complain about 


your issue No 23. |payfora 


“standing order at the 


newsagents, but when my son 
turned upwith your last issue | 
was horrified at the cover — it 
was frightening and horrible, 
My lad is only 10 ari the” 


pictures and editorial pictures 


were very explicit. [am amazed 


thata magazine aimedat pro. 


and teen agers should feature 
such gruesome and frighieninig 
" peca ah games-all 
lhe time, but graphics are not as. 
igRie rg or blosckhirsiy, The 
film is 18Cert and pictures from 
thefiim should be the same. | 
think itwas very unthoughttul of 


vou to putthese pletures in such | 
Ke 


| personally have cancalled 
rmy order for your mag and have 
perenes two others to dó so. | 
have persuaded my newsagemt 
to send copias of the magazine 
backto WH Smith, E 

— Hestsostrong about thisthat | 
have taken the offending pages 
out and put them up where | 





“Couto word 


have said 








workA NATIONAL 


NEWSPAPER) with notes saying | | 


this is what CRASH MAG is: 
trying to push on your children. 
Iwould be very interested in 
you trying pd vei the 
publication of tha stills, and 
Biwvait your reply. E 
ves, Firswood, Manchester 
Okay, [ean't pu it off any longer 
— ItsREPLY time! 
“First, though, | mustmake dt 


“clear that the folowing-are my 


personal opinions. Yes, the 
Cover is pretty strong in content 
But unhke thetitms on wbich | 
he gare ts based, it is also very 
Siyiised, Thegamecomes 
peckaged with blood capsules 


- — delighitul tele objects that 


can be bought in many shops 
around the country, undertinina 
the fact that this is supposed ta 
be fun Whether the individual 
considersitto beso 15 obvicus!y 
another matter. do think 
Domark's publicity stills and the 
general promotion isóverthe 
top, butof course they are riding 
Or the Back ofthe films" 
Promotion — anedit's worth 
remembering that they have 
had a colossal audiençe. | don't 
seriousty think that the Dormark 
SHIS, or those from the film are 
anyibing like CertX and the 
photo caption in CRASH was 
purposely designed to remove 
any Sting from the picture 
anyvray. Perhaps you don't 
agree. Elie Seo die 
Ri sEems very common in this 
sor of argument to takethe 
atitude that CRASH 's aimed at 


E 


| baba Carly teenagers” | 


fien the mag started, over two 
Vears ago, an advertising 
Sgency Contacted Roger Rean. 
Geni for the intended reader 
profile and age group, so they 
ar0 Wong ineir promotion to 
Suit the magazine's type of 
reader. Rogeris supposedto 
aid that he wasn't entirely 
Sure nvhat é ge group would be 
predominam. The agency was 


Blarmeg, replving that they 


cCoulon ! do the press relesse 
properiy untass ey knew dar 
age group towritetor Roger | 


answered. We're weting far25 


year dios because younger 
people don't like being talked 
domo” 

Our bwn questionnaire 
established that the average 
CRASH reader is well over 17, 
although the biggest single 
groug is in the region of 1d; In 
that sense we are aiming the 
magazine at the age group that 
most buys comics ilke 20004. 
tn comparison to thai, anything 
in CRASH ismildstute 

in conclusion, no one here is. 
Enyingto foistanyihingon 
impressionable youngsters. 
The veryuseoltheword 
impresslonabie' is intended to: 
be embtive, implvina that the 
Kids" are being got at. tamnot. 
ride df atos with the game 
Eric ay the i3th, butiwas N 
Previewed in good faith as abit 
pi PES | | 
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to a ntereo soundtrack. 
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FOUNDIT, NYA 


Jetman with infinite lives. À few 


Niva davs |: raft -h of alien | coflpodear À idaho MAR Pg ea + ag ? gg RO tp Mg PE Ega op 

esa E pato [te fat include VAT À Carriage within U.k. OVERSEAS +El EXTRA 

Blasting, Vyte lound it] bb Na “O PACK” Vol.l. 48H Epec. retail Elio, MAIL DADER PRICE £a 

Dear Lloyd, taken a photograph as proof, “10 Balk= Vol. 2. agk Gene. cotail EIS. MAIL ORDEG DRICE ER 

E Mary people have writtento which is enclosed. Maybe now Rs É ae e a E PECÊ rum: retail E &. Mall ORDER PRIGE Ea Tr 

ou claiming to have foundthe | youwillbelieve the trailer exists. PER ES MacmINa= E NM EM metais EIS MOTL ORBEA GRIPE SA co 

unar Jetrran trailer but you eter Featherstone, with help | "PIMÂNIA-Lhe amassar." BHosklot shnomino how PIMANTA sas mon Ei DO 

have always proved them: from Mark Connor, Martin role A NÃ o fa Ena Agi SSL ESSE 
WTONG. Wilson, Chris Hubbard, and a EE | era EE Pe ta RO 

IHdecided that | would have a Andrew Edscer, Leeds “Capra a ntampo self addressed envelore for further defalia 


go at finding the trailer, Some of 
my frendsofferedtohelpmeon — Gosh! 
mymammoth taskso weloaded LM 


| LETTER FROM A | superb, capital, accomplished, SINCLAIR 
DICTIONARY incomparable, priceless, RE PAIRS 


ETR edge rs gate ea 

o Lloyd Mangram wonderful, skillul, 
Howdy Lloyd! How'stricks? praiseworthy, above par, first BY THE 
Last week | resolved to mosey | rate, terrific, amazing, neat, | 
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legal tender for my pet Steven Cantwell, Frinley Gren, | eu 
ublication of Spectrum ong | ER oa Wialkers will repair your computer at a realistic 
estivitios. ' oughly transtated, | bought price. 
| a soon ar predes to | CRASH and liked dt You send a cheque not to Exceed £30.00; your 
| (No, not “kill, arthropod Yes, andlcanseeyvou'vegota || | computer will be repaired and | 
| celebrium 1) pirate copy ofmy Long Worc returned the same day or send for a free 
When at my abode, burying Dictionary too. For a moment quotation. | 
myself in the folios, a few there, | thought you were going Most repairs will be in the range £15.00-—-£30.00 
| E: a 
conclussons entered my to take us to task over how many subject to machine. 
cerebellum and medula synonyms there are for “really peca | 
oblongata : o firstclass, | excellent' tm the reviewers' For information 
exquisite, high-grade, attractive, | comments! | O = 3 «BATA 
great, superior, exceptional, | LM | Telephone 021-643-5474 
DEL io SÍ CSS ot = E or simply send your cone together with the 
no) eras aeee | coupon below 
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EUROMAX COMP PRO 


Ed ds K. micro switched joystick. 
Very responsive. | 
x Highiy od by Crash”. 


Ask you local computer store for 
details on full range or phone us direct 


FORGET THE REST — 
ACCESS GET THE BEST 


MCCEPTED USE EUROMAX JOYSTICKS 


SUITABLE FOR ALL POPULAR MICROS 
THE UKS LEADING QUALITY BRAND. 
Di Ss Ss E E 













EUROMAX ARCADE eg a 
x Rated by BIG K as The« ear 

one can get really enthusiastic about. 
x Positive micro switched action, 

X Fully self-centering. 





a 
Please send me further details of the Euromax Joystick 
range. : 
| 
| 
| 
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A FEW KIND (AND 
NOT SO KIND) 
VORDS ABOUT 


| ELITE 


| Several readers have had a few 


things to say about Firebird's 
Elite game ... 


LOCKED OUT 


| Dear CRASH, 


In Issue 22 | read about a game 
called Elite from Firebird, So 
taking out my birthday money | 
rushed to the computer shop to 
get this game. | got home and 
loaded it. | read the instrúctions 
about Lenslok and tried to find 
the code — after three attempts 
the game just went off. So | 


loaded it again, and again trying | 


tosuss the code, You guessed it, 
the game just went off. | tried 
this for four hours. 

So the next day | took the 
game back to the shop — and it 
took them three hours to get the 


| code. The only snag is, the code 
| changes each time you load up. | 
“think this is the worst act to stop 


pirates dueto the fact that italso 
stops non-pirates playing the 
game. 

The Lensiok instructions were 
pathetic. They didn't give any 
idea how to use the stupid thing. 
They should have showed some 
sortof diagram, showing how'to 
look through the lens | just hope 
alithe software companies don't 
decide to use Lenslok because it 
isa complete farce. 


| CUllah, Redditch, Wores 


Alllcan say about Lenslok is that 
we have had no trouble wth dt, 
most people finding it quite 
simple to set up the iens and 
read the code. Firebird, 
however, obvious!y agree with 
you on the instructions, as they 
have had them completely 
rewritten. 

The next writer shares your 
frio though. 


Dear Lloyd, 
After alithe waiting, after ali the 


adverts, after all the previews, 


Us finally here! Yup, you got it, 
we're talking about Elite. 

We've both bought a copy and 
are exceedingly impressed. On 
opening the box we noticed the 
arehaving acompetition playof 
for the best players. What form 
we ask ourselves) can this take? 
Perhaps a series of Spectrums 
networked through an IBM so 
that you have to battle it out 
o po each other until only 
one is left? No. Well then, what 
about giving each player an 
identically equipped ship and a 


| time limit, the victor being the 
| one with the most kills or the 


most money. No again. The 
answer came to us in à blinding 
ftash of inspiration: The winner 
will be the one who can work out 
how to use ... LENSLOK! 





Perhaps it's just that our 
mega-sized brains cant handle 


something so trivialas a blobof | 


red plastic. Maybe due to our 
advancing years (both of us are 
the wrong side of 23), we're just 
too muddled to cope. Couldit be 
our reliance on another no of 
Lenslok, the sort you stick on 
your nose first thing in the 
morming (it's another sign of old 
êge, being short-sighted). 

onestly, neither of us can say 
with hand on heart that we can 
really see actual letters through 
the damned thing. 

Apart from the quibbling we 
must say that Elite is the best 
game either of us have ever 
played. Lenslok is the most 
infuriating thing we have ever 
come across. (Next, maybe, to 
having to work late when the 

ubs are open 1 
essrs Reid and Wood, Hitchin, 


Wei! some turho loaders just 
won't load, perhaps some 
Lensioks just won't uniok. | must 
admit that the times I've tried it 
has been on a CUB Monitor — 
maybe it doesn t look as easy on 
E ordinary TV screen 


THE ADAM LOCK 
BACKLASH 


Dear Lloyd, 

Having seen Adam Lock's letter 
in CRASH 23 thought that | 
would write to you concerning 
the subject of so called 


| “computer role-plaving games. 


may be said that Elite bears 
more than a passing 
resemblance to Traveller, not 
just meaning names taken from 
the book, 

Thave a friend who plays 
Traveller and he tells me that 


| Elite is not exactly like it. For one 


thing, it is very difficult'to get a 
ship in Traveller lunless you are 
very rich or lucky) and combat is 
notatall like the one in Elite 
which is more exciting (being 
arcade type). This is notto say 
Traveller is better than Elite or 
vice versa. They are both 
different games on their own, 
and not really comparable. This 
also ques for other computer 
ames, such as Fairlight or 

rght Lore. 7 

wo major things at least are 
tacking from all but one of these 
computer arcade adventure 
Add games tto give à 
name). First is the ability to 


"adventure in groups which is 


sadly missing. Second is the 
ability to actually role-play. That 


“is, to develop a personality for 
| your character in a long-running 


campaign. 

These two points, | believe, 
are the mast important, but 
there are others. m not saving 
these computer games are 
inferior — It's just that 
comparisons can't be made, as 
in the case of Elite/ Traveller. 


- So now to the exception. This 
is the incredible new PSS game, 
Swords and Sorcery. This s lat 
last) a CAARPG (ses above), If 

ou like role-playing games then 

y this. Anyway, please don't 

confuse role-playing games 
with computer games, the gap 
has only been bridged once — 
the rest are only on a par with 
Hgnting Fong y ipa ks. 

ames Fengelly. j 
Cardiff Fac 


The next writer doesn't quite 
seem to agree .., 
LM 
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le is that the folding 
toF the lena is not as strong 


asiitcoulo be. and may break 
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il, Gilingham, Kent 


lts nice to see lots of people 


PEC! it same respects, onthe 
ace, it isn ta game one. 





CHAUVINIST 
PORCINE WRITES 


Dear LM, 
This is just a quick note typed 


| outon my trusty OLD Adler 
| typewriter. | read with interest 


the letter from Mrs Rhonda 
Sherman in the December issue 
of CRASH and | must say that | 
can only agree. As a dyed in the 
woo! male chauvinist porcine, | 
feel obliged to point out that 
software companies, being 
what they are, would probably 
find it difficultto produce games 


| made exclusively for the ladies 


in the programming world. 
Having said that, | can quite 


| gender thing, but | draw the line 





happily see something ofthat 
sort coming from St Brides in 
the near future. At any rate, | 
know ofat Pri one dead pis 
rogrammer by name — San 
White (remember Ant Attack?) 
[think that to single out 
women for special software is 
demeaning in the extreme but | 
do think we could all take a hint 
from the Chinese and drop the 
feminine/masculine gender 
from scenarios wherever 
ossible. Cardo 
Maurice Criddle, Bexley, Kent 


Perhaps you're right about the 


when Fm told a “manual is now 
referred to as a personual” 
Does this make mea MCP? 

—- worried of Ludlow 


ISITA NERD? 
IS HE A PAIN? 
NO ... IT'S 
SUPERDAD! 


Dear Lloyd 

would like to complimenta 
cênain software company foi 
helping unemploved | 


Es a RAR 
SUDErhernes. 


Lake my Dad for instance 


ving people slimves and 
é like, but because ofthe bad 
publrlty in the films and 
cartoons, ordimary minións 
think thal superne 
lives for nothi | 


TDEBS boOVve 


mo Or things like food and 
tadoered tights, notto mention 
dies] 
are companies Can 

ny games as they | 
Ke, so longas they qive me and 
mry Dad a fiver for every ten | 
games Sold. As only an elite few 
ot us know (Me and my Dad) the 
“Ss onmy Dad's leotard is in faci 
a &. standina for ES 
my Dad has saved life or two 
and asks 1 ineager frv 
people just dont payvup and, 
being lhemice genthe is, my Dad 
AN 1 pit ESSUMA | Herr PERO 
poayima This is where vou come 
Fi 

Please remind people that 

super! 


but when 


es cant liveon thank 
nd senda quidor cheque 
pavable to Us, Or any spare 
tghts vou mightnave, wve will De 
vel gra tetul 

Hwvould hate tosce lhe day 
when my Dad veculd want his 
five poundsin advance;betore 
he saves somegne. Could you 
imagine dt? 
David Adkinson, Sate, Cheshire 


When you're needed people ar 
atover vou Davia, But a 

rã ty É hi r Ê o F Hi JF F; |, Ep [j | O H 1) fa e 
Ê E! Fio Es f | ; E f | | [ | Fr PE 


LM 
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made you lar. 50 enough 
ofthis propaganda. Start getting 
your prioritie ne ie a 
prices fair. People are starting to 
SSL “See through your schemes. 
angry enough Sep sai D$s) 
peopi : ayi 6 how ra si ash E da + Kilo inning Je 
1) CRASH Smashes should be. gets two pages, — 
given a full page. À game that space 








5.00 


FROM 


persa 


JOE JOHNSON O, & AMBURY Hit , HUNTINGDOM, CAMPS , 





A PROGRAMMER 
WRITES ... 


Dear Boiled, 

Thanks for the review of 
Brainstorm. (No, this is nota 
letter bomb.) While | thought 
most of the review was quite 
fair, there are justone or two 
points I'd like to make. Firstly, 
there are no bugs in the sprite 
routine that | know of, and if] 
had ever noticed the effect that 
vou claimed happened with 

our copy, would certainly 

ave done something about it. 
You don't think Bubble Bus 
would have let me-get away with 
something like that, do you? 
There is definitely nothing 
wrong with the production Copy 
they sent me. 

Apart from the above, | agree 
with the comments made by the 
first two reviewers — the 
graphics are a little dated. But, 
mim... wellwas the third 
reviewer a moron? Imean, when 
did Bubble Bus do a copy of 
Sabre Wulf? He didn't mean 
Wizard"s Lair, did he? And I can't 
really agree that the game is 
copy of Jetpac — the playin 
motion might be the same, 
there are no other similarities 
are there? or do we have two 
different Jeipacs? lt was more 
inspired by the early Fantasy 
quinas than anythingelse. 

nyway, Iwon't bore you with 
my criticism about your 
criticism. [have one or two ideas 
that would improve your review 
even further: 

1 Stop comparing Spectrum 
versions of a game to their 
Commodore equivalents. ltmay 
be alright for you to say “this 
makes the Spectrum look ten 
times better than the C64', but | 
think you should compare a 
game to something Spectrum 
owners can relate to, not 
something they're never likely 
to see; 

2) Hihinkyou should put 
reviewers' initials at the bottom 
of each piece of criticism they 
write. This would mean that 
readers can anticipate that a 
certain reviewer would, say, go 
over the top about any platform 
game, and so take his comments 
witha pinchofsalt. 

Tim Prosser, Saltash, Cornwall 


Fou're right about comparing 
cross-machine versions of 
games, although you might be 
Surprised just how many CRASH 
readers do see 64 games. But 
do think it is interesting to 
reference Spectrum games with 
those on the Commodore and 
the Amstrad, where the 
reference is relevant, The 
argument about initialising the 
reviewers' comments is an old 
one. Long ago we adopted the 
policy (right or wrong) that the 
reviewers would remain 
anonymous, largely because 
they were and are mostly at 


school, and partly because there | LM 


“RAH! RAH! 


| John Cowley, Bishop Auckland, | 





are so many of them that it 
would not have much point. The 
system used in ZZAP!| 64 
magazine is quite different 
witere the reviews are tackled by 
ia staif. 


SPORTS GAMES! 


Dear Lloyd, 

Please could you explain to me 
how software is chosen for 

FEV IENVINT. 

| noticed, after a short look 
through Issue 23 that Graham 
Gooch's Test Cricket has not 
been reviewed, and Isuppose | | 
will not be reviewed, Yet, in this 
issue, seven and a half pages 
were covered with reviews of 
eight budget titles. Only two of 
these (One Man and his Droid 
and Chicken Chase) justified the 
space, while the others 
averaged only 80%. 

This magazine seems to be 
prejudiced against sports 
simulations; preferring to 
contain endless budget games 
and Quilied adventures. Two 
important CRL releases, 
Formula One and Endurance 
have never o jour pages. 
Also, Brian Jack's Superstars 
Challenge and Sports Hero from 
Martech and Melbourne House 
never received the full 
treatment. Could this have 
anything to do with the fact that 
Chris Passey finds cricket 'yawn 
inducing' (lesue 16) and that one 
of the reviewers of World Series 
Basketball is nota sports 
simulation person"? 

IH think that a separate corner 
should be established in the 
mag for sports simulations, 
where games could be reviewed | 
by onewho knows about and 
likes this sort of software. 


m 


A bitofan unfair cnticism, 
seging how many sports 
simulations we have reviewed 
in the past. Endurance Racin 
was revigwed last month an 
Graham Gooch's Test Cricket is 
reviewed this issue — as soon as 
was possible. Brian Jacks and 
sports Hero did rather miss out 
due to the fact that they arrived 
during Chris Passey's Sports 
Special and got included there 
— same tor the CAL game, The 
tendency to look down on most 
sports simulations is simple — 
most of them have deserved no 
more. Às you will see in this 
issue, Graham Gooch's test 
Cricket gets the full treatment 
and is well reviewed fin fact, 
breaking a CRASH confidence, 
Chris Passey's comment is the 
first one. 





| NO JOY FROM 
JOYSTICKS 







































PEN PAL CORNER 


Here are a few pen pal lype 
letters. The best is asking tor 
back copres or CRASH and 
seems to be offering quite a Bit 
tor them! fprint thisletierand 
those following on the 
understanding thai anyone who 
enters into correspondence with 
Christmas which included a the writer, oranp form of 
Quickshot 1, Protek Interface rtractual agreement, does so 
and the game Airiiner. Six at their own risk! 

months later the joystick fell to LM 

bits while | was plaving Blade 
-áltey. When people talk of cheap 
jovsticks as good value, | think 
they are crazy. When you buy 
the set, just because it is cheap, 
vou still should expect the 
contents to be of an acceptable 
standard and not rubbish. The 
set itself cost £ 19.99 which is 
“very good value, considering 

the separate price would be 
about ESD, 

lhave a friend who has a 
Gunshot 1, which after only 
“three months is ready to go to 
the dustbin. These joysticks 
could be faulty, but many ofmy 
other friends have had the same 
complaint. There is no pointin. 
selling a joystick for ET if it will 
falito bits shortly after you buy 
it. E10 is a lot of money, and 
could be spent on something of 
moreuse. | 

|would lir Studies teacher, Mr 
Fanning. Anyway, | lent him my 
copy of The Quilf last year. Well 
now he has just released The 
Duncan Bowen Adventure 
which he is selling for £4.99 at 
the local computer shop, But he 
wouldn't even give me a free 
copy ofthe game. The gamethe | 
used my Ouillto write. 

Well, now I've got my Quill 
back I'm starting to write my 
ownadventure game. will call it 
The Crash Towers Adventure 
and will send you a copy FREE 
OF CHARGE lif you print my 


Dear Lloyd, 

[am writing this letter to 

comptain about the lack of good 

joysticks at reasonable prices. 
leven months ago | received 

a Protek joystick set Tor 


Dear Sir, 

Iwould pe very pleased if you 
would publish the following, to 
help me a bit! 

It had to happen. | got CRASH 
fever. | bought all the back 
issues still availabte, but some 
numbers are still missing Trom 
roy collection. | need Issues 1, 2, 
+, 11,12, 14, and 14. Is there 
anybody able to sell them tome 
and survive? Em offering 5.00 
for each issue ingoodcondition, 
Please write to: 

Paulo Cambraia, Est Benfica 
523-4C, 1500 LISBOA, 
PORTUGAL 


Dear anyone out there who love 
Tips and Maps, 


Would you like anv ofthese 


things? If so, please senda SÃE 
to Mark Cairms, Glenfield House, 
246 Comber Road, Lisburn, Co 
Antrim, BTZ7 6XZ and you will 
not be disappointed with our 
MAPS, TIPS and POKES pack, 
You will be sure of a reply, and 
also || neariy forgot to tell you] 
the Pack is FREE! 

Mark Cairns and David Toppina 


Dear CRASH 
We are three young 
megaenthusiastic boys from old 
Denmark. Here in Denmark all 
computer freaks get ripped off 
by the software dealers yho 
take hyperenormous prices. 
But then we gol the 
Ulitrahypersmart idea ofselling 
soltware atextremely OW prices 
lafter Danish conditions! bul 
we've got one greaí problem 
Our business contacts in the UR 
aré cheap, bututtariy slow. VVea 
sendan SOS to all software 
deglers; Please send us 
informationabout Prices, 
Delivery and so on. 
Ultrasave (Sell the Game), 
Grydergrade 9, 6300 Warde, 
DENMARK 


Dear Crash 

Em 17 years old andan overseas 
CRASH reader. | own a 4BK 
Spectrum and would like tó 





correspond with any CRASH 
readers ir Britain or fróm other 
countries, to exchange ideas, 
Hps etõ 

Boys or giris, of any age, Il 
interested, please wrle lo me al 
lhe address below: 
Albert Foo, 770 Happy Garden, 
Úld Kuchai Road, 58200 Kuala 
Lumpur, M like to hear from 
anyone with views on the 
Domark/Friday 13th business, 
erther for or against those views 
already printed in this issue — 
perhaps Domark would as well, 
but Isuspect that they are an 
unrepentant bunch of lunsters! 

Ifyou have anything to say on 
almost any subject in the 
universe as long as it relates to 
Spectrum games (which 
includes almost everything 
possible), then write to me, 
LLOYD MANGRAM, CRASH 
FORUM, PO BOX 10, LUDLOW, 
SHROPSHIRE SY8B 1DB. Sadiy, it 
15 virtually impossible for me to 
reply personally, so please don't 
send in SÃEs for replies — you'll 
just be disappointed, Em so 
busy you see, [have to clean the 
keys of my typewriter after 
every hammering session 
However, I'm pleased to 
announce that the management 
have seen fit to give me an 
upgrade — Em now on a 1938 
Hermes machine, and wow, Is it 
Hash! 


UNBELIEVABLE? 


MAKE THE MOST OF YOUR MICRODRIVE 
WITH 


INTERFACE NI 





letter). 

By the way, tell Robin Candy 
that his PORKE for Raid Over 
Moscow [November Issue) 
doesn'twork, and that he should 
try out the POKES before he 

rints them. Also, he needs a 
aircut. 


| Michael Freund, Ashford, Kent 


Robin had a haircut many 
moons ago, in fact before the 
PCW show [he's had others 
sincel and no longer Iooks 
anything like his Playing Tips 
photo — in fact he looks more 
like a pop gtoup now — Wham 


testeo before printing. 
Occasionally there are 


problem, but most letter and 

phone call complaints turn out 
to be operator error in entering 
the data. [look forward to your 
Quilled adventure, but perhaps 


| you should send a copy of your 


teachers along so Derek 
pomar can review it!?? 


perhaps" And all the POKES are 


typesetting errors that cause the 


THE IMPOSSIBLE HAS BEEN DONE 


Fes it's true this famtastle new peripheral will transfer every program avallable or to microdrive. Yes 
Every one. Yet, believe ltor not, iris so easy to use that wwe are training our peí cat [(Clve)to use it Amy- 
one capabie of Ioading and saving a BASIC program cam transfer really avvlov ara programs to microd- 
rive. 


Just look at these features... 


O Consists of hardware and software & Makes a “snapshot”of any stage of a 
(software on microdrive cartridge). program. [Saved asa screen.) 


O Transters all programs avaliabhe on E Transter can be actuated at any stage 
to microdrive. alowing “customized versions. 


O Very, very, easy to use. (If Clive can GAI programs reLOAD and RUN once 
do itwe're sure you can.) transferred. 


& Programs will reLOAD Independentiy 
ofthe Interface”. 


IF YOU HAVE A MICRODRIVE YOU MUST HAVE INTERFACE Hi 


ONLY €£39.95 Inc. P&P 


Trade amd disenlbutor enquiries 
imated UM and ouerseas 


The solnvare car be supplied or 
Teseçre or fape pers 


Tras products ira class of it's cium 
Designed by ERATSOET 


0h] MICRO CENTRE MICRO CENTRE 
- | BRIDGE STREET, EVESFAM 1756 PERSHÓRE ROAD, 
WONRCESTERSHIME COTTERIDGE, BIRMINGHAM 
Fel: DIB SPEA Tel: 071 454 4504 
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dow it e e 
zoologist, but 
for some. 














He Ge 
ing LI us! o 
aro ita littig k a 
difficult to spell! , 
Durells name [0d 
correctly. More | | 
than once: ithasj. | 
appeared as. Hi 
| - Ih or " E 4 
Durreit. Durret | | 
pon pupiad a À 
d 3 ' 
*" 4] 
A nam ae s 













While h was na pare an 
Art Teacher, R ite had 

El the was goina to end 
riware house boss. Rr 
he'd cor Rea hisAmt 
trainii ing, however, & s00N 
Tealised thathe was unlikely to 
Movery far as an Art Teacher — 
there wasn'tthat much demand. 
Robert then decided that a 
career in Quantity Survevino 
might put an end to his 
joblessness. So he went backto 


















ce ca e a a comme ' 





3 
| Tha Durell team gathered together, photographing us 

EE pho ing « Líttio did they know, someone else 
| fais lr sigo allofus... 


EE 


FE 





Dadá é Ê 





EX flop vand began writing he mecomputer .. 
- software. While the Orichas not p provedto be por 
— arunav yay success story, Durell hasn't done 
“too rss over the past years. Nearly a eder E 
= ua r of a million copies ofone mbps | 
- earliergames, HARRIERATTACK,are 
nestling in software collections around the 
world, for instance. (Not all Spectrum M 
















) versions mind) 7 
“When their last two games for the E 
| Spectrum, CRITICAL MAS Art 
were both awarded CRASHA | es 


















jump Mr White did after a wnilo. Ae amos ata 
“was bored”, heexplained, “| | the G Cida 
“really didn twantto earmyon | E = pás | 
being someone else's employee E: 

and saw there e an. 
is portunity tó set upa business |. 


“college; and after a coupl 
“years hard slog, left with a first 
class degree in Quantity 
Surveying. During'the course, 
“he was introduced to ai 
| computers, used (Eai | Hino. 


"new boy' onthe team was to 

“find some kitchen workunits in 

the model! For some reason, 

when the list ofkitehen units 

| nes for the real building was 
ui ouro be exi o there 


























When he dnishão his: udies tto be exact ice às | of my own producina ter | 
| Robert te applied many as! tectRNEW. | software. So Imado the break... “Ata K] 
job with Region were negi Sd. Robert had to hunt e “| couple RE] 
Authi ger. ty. evire through all ne tchers, looking Durell didn't start off gado mega- | was backto Spectrum Era Ro dE 
ute! for the extra units: “It took me buck company. “began withan | menths, w cuba Div ut 
























































ad aê create | quitea while to make the Oricandan Epson printer—and | game with an Ui rw! dic 
€ Hon Keynes | conceptual jump neededto find | the printer wasan investment] | cenario e ba - di: 
dr É 7 daria Hespital and them”, he remembers, “in the Ahought long and hard about”, | c 
ris mixture of skills in art, End, they turned outtobeonthe | Robert explained: Robertand | p po | 
OU ar modelling and ceilings! Evidentiy another his wife, Veronica, moved from “ti e 
qua cy sumeving secured him | architect had entered the units Oxfordshire to à house near ts. | 
e job | ifto the model, buthad been on | Faumton | days, the CRASH Smash hadnt | 
“The modelófthe hospitalwasa | theceilin ofthe kitchens rather | law owned — so in the early |— di 
| fully accurate three dimensional. han the floors. Then someone | dao Durell. thereawasn't. Seuba Dive! s 92% overall Eating: Ep || 
Ed pla ofthe prado | else had come along later, ' tgage to Rope | would have: made rone ofthe ad 
right down to the very last noticeg there werentany | eronica continued workingasa | pis ra shoes. E 
doorknob and window catch”, kitchen aç the floors ofthe E à talicher he Robert sat omibatL'  Mike's next dos 
Robert ato The whole ampropriate regimes que ed | down | ibler gn. roi grão pequi an Y ul 
hospitalwas being designed on em into the model ; SR Di vê Ebro neu the Au RE 
computer — as you can imagine, | Quite a jump from kitchen.ur the Assembler,marketit asa 1983, The CRASH Smash H HAD. 
itwas à massive undertaking.” “| in Milton Keynes Hospit: [t — potility; 1 use itto write. been ir ivented, ea Mike | 
The first task allocated to the | Br Attack. nisse e of 


home pac Cao ade but - 


comadi R - 














tar 

“Robert Cealisel ENE HE reattyo | percentage po 
needed des ia “high amon 

A dn | game — the home com H | 





pit games, 






































































































É | revenda eh twelvemonths and b 
Je Mv sa R has today. gg mes. RM 
| progra 1 ra Siccesslvei progra 7 
a, E. ichart longe! toi write”, q 
É - E " He EE Ny, "Tsuppe us 
ar Ki | E ai ai bis o : ifficult to ke =y 
aii ogia * | bitoffia its seenario — it 7 in the | 
Ter E, 2 - » | was the time of the Falklands pu | ds 
=. “| War), Durell moved: o: Mo ona: M machine toi 
=“ aa! na | present premises: al atto or add Ande Ê 
te / room in an old building acing ler/Editor gr 
; 4 | -— | onto Taunton's Castle Squa re. o sd io code to the 
Ju dl! Mike Richardson h half | Spectrum through a parallel 
A “ | completed a game on his interface, Mike is currently 
+”: | Spectrum when he answered working on & rd ei with 
d " E" Robert's advertisement. Having | adifference- Turbo Esprit. Inthe 
leftschoo! early, with nary a ame you take the Wisai ofa 
“sa qualification to his name, otus Turbo Esprit, driving 
ike studied chemistry at night through a serolling cityscape in 
schoo! and on day release pursuit of drug runners. You 
| schemes, collecting an HNC in take on the role ofa Special 
computer studies on the wayto | Agent and you're up against a 
his MSc in Chemistry, Working gang of criminais who have 
asa chemist in an acrosol | stashed their heroin ata number 
factory, Mike bought himself a of safe houses. Now, members 
Spectrum and played around of the gang are ferrving 
) withitin his spare time, consignments of drugs to an 
Robert hired Mike as a freelance | armoured van which is driving 
+ | programmer as soon ashe saw | through the streets. Ifyou were 
the half finished game. And to raid one of the houses the 
insisted Mike should complete. | alarm would go up and you'd 
it. Released at £5.50, Mike's first | miss the restofthe haul. 
E ce dir “Atrio of programmers — trum Specialists | a my 1º 
| sá? * Durell including Miko Do Elo Pena. Simon CRASH February 1986 39 
i k nã “Francis, i iene penta Ca Mike, Simon, Clive 
































| pitnbbudica ofthe game. 





oimilarhy, if you attacked the 
armoured van, the gang would 
scarper with the remainimg 


heroin. The only course ofaction 


Opento you is to find the cars 


and interceptthem ontheway to | 


the drop. 
ar through the streets 
(some of which are one-way) 


you have to find the gangster 


| cars, circle round the block and 


shoot them up. Allthe time there 
are other road users and 
edestrians to cope with, traffic 
ights, junctions and the odd 


| petrol station'to call in on and 


: 





Simon Francis, Creator of CRITICAL MASS resily foves his 


car. Just because you're a 


with the routines and gota basic 
understanding of how the code 
worked. Not the casiest way to 
learn Machine Code! 

Using a serolling routine he: 
developed, Simon then wrote a 
Frogger type game on his 
Dragon, mainly in BASIC. He. 
decided to see ifhe could make a 
few bob and placed a couple of 


“classified ads in the back of 


computer magazines, offering 
his game for sale. While the loot 


| didn't exactly flood in, he made 


enough profitto be ableto buy a 


book on machine code. 





have to buy a Porsche for trips down to the supermarket. But 


refuel the car. You can view the 
action through the windscreen 
ofyour Esprit or flip to an aerial 
map ofthe city streets to plan 
your route. You] have to be 


 careful, though. Turbo Esprits 


are expensive and your bosses 
have only given you three to 
play with — crash 'em all, and 


Goking at an early version of 


“the game in Durell's offices in 


the first week of December it 
was clear why Mike is taking 
tonger to write it. The lavel of 
detail in the landscape and the 


| a À nanhich the traffic and. 


p estrians all go about their 
jusiness should make tha 

finished product quite a stunner. 
Maybe Mike Richardson will get 
thatelusive Smash this year... 


Simon Francis, the author of 
Critical Mass is one of the more 


| recent Durell finds, He first got 


interested in computers while 
he was at Middle schoo!, whan 
he messed around with a ZX81 
owned by one ofthe Lab 
Technicians. At High School he 


learnt BASIC on a Petand 


managed to persuade his father 
to buy him a Dragon 32. Simon's 


| interest in programmin led him 


to write his own game. Being a 
bit short of cash (his pocket 
money couldn't stretch to a 
programming book or an 
Assembler), Simon examined a 
machine code magazine listing, 
typed it in and fiddled around 


From the Stoc 
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After a bit of studying Simon 
borrowed an A sssimblor and 
wrote Prt Fiend — which was 
marketed by Microdeal on their 
pocket money label. “The only 
Clever thing about Pit Fiend in 
my opinion was the fact that | 
managed to get four voices on 
the Dragon”, Simon-said. 
“Otherwise it was a run-oÊ-the- 
mill game really. Stillit set me 
started as a commerci 
programmer, and | decided to 
approach Audiogenic in the. 
hope of getting a job, perhaps 


“doing conversions," 


“Td shown Robert Pit Fiend, but 
he wasn't interested in Dragon 


software, Then Robert offered 


me freelance work — | was at 
college doing A Levels atthe 


time. Iwas given an Amstradto 


play with, and came up with a 
Galaxians variant once I'd got 


the rudiments of Z80 code;” A 


couple ofgames on the Amstrad 
followed, and were marketed by 
Amsoft. Then, at the start of 
1385 Simon was tempted away 
from Goedo Oy a full-time job 
with Durell and work began on 
Critical Mass. 

“Fm not entirely satisfied with 
Critica! Mass", Simon 
explained, “not with the actual 


| Pro ram code, if'sjustthatthe | | 
background's a bitempty — the 


scrolling meant | couldn't have 
às many fast-moving E raphics 
as | would have liked.” Not bad 
for a first Spectrum game, 
though... 





Currently, Simon is notsure 
what his next game is going to 
be. “T've got three ideas at the. 
moment, which Em thinking 
about. Soon ll haveto 
persuade Robert that one of 
them warrants a game and then 
get on and program it” he said. 
And no, we're not going to print 


| those three ideas here. Be a bit 


daft, wouldn'tit? 


Mr Saboteur, Clive Townsend 
has been a dedicated follower of 


Sinclair since ZX87 days, when 


he wrote a Tarot Card program 


| onthelitile beast. As soon as the 


Spectrum came out, Clive put 
his name down for one and 

= PRE ra grips with the 
BASIC side of programming. “I 
wrote a couple of games — one 


ran rather slowly because it was | 


all in BASIC and the other was 
much quicker, because | used à 
compiter... | took them both to 
Robert, and he like the slow one 
because of the graphics and the 

st one on account of its 
speed." | 


| The summer holidays followed, 
“and Clive hung around the 


Durell offices learning machine 
code, making tea an wearing 
his cool-dude sunglasses. In 
May this year Durell decided to 
take him on fulltime, and he was 


set the task of writing a game 


called Death Piton the Spectrum 


— mainly so he could learn how 


to apply the machine code-he'd 


lgarnt. Death Pit has never been | 


released — although half way 


| through the project there was a 
| moment when it looked like the 


game might make a commercial 
release, it didn'tcome up to 
seratoh. 

Saboteur came together slowly, 
and almost by accident, “was 


doing graphics for other people 
“on the Spe 


ctrum between 
sessions in Death Pit and was 
playing around at home with 
some graphics of my own. 'm 
interested in Karate, and 
designed a Ninja who just ran 
around in a building on a 


E | scrolling screen. | showed what | 





had done to Robert inthe office 


one day, and he liked the idea — 
only he wanted thescreento flip 


rather than scroll. ; 
Basically, Saboteur rose from 


the ashes of Death Pitwhich was | 


For some roason, é he goes, a Saboteur follows. 
What's dt lia having your very own mobilo Fan Club Clive? 





= — E | 
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cannibalised for the routines it 

contained. Thanks goto a . 
| couple of Clive's mates: Rich, 
| and Matthe Fat. They. playtested 
dt ame all the way through 

itwas being written, and 

Clive did promise he'd give 
them a credit. So now he has. 
ha rd 
much ww s. Game 
ideas are bounced around the 
office, with everyone chipping a 
ideas and suggestions until 
basic idea becomes a fairly 
detailed plan: Then it's a matter 
of convincing Robert, the Big 
«that the idea is worth 
into a game. Stephen 
















turning 
Parker, Dureill' s marketing 


consultant also plays a part: 
derave advises me whathe fecis 
“the market wants. Generally, as 
| aresultof Steve's work, | think 

the more o pda scenarios 
involving e 
equipment are peop 

want” Robert mentior 
onvétlon are done in house. 
Nick Wilson Was res 
the BBC version of E 
and Mineshaft and is currentiy 
embroiled i in the Amstrad 
e vb of ia do Ron 
o joi e company 

in tts early days with Mike. 
Richardson, began with the Orie, 
writing, Harrier Attack and Scuba 
Dive and is currently converting 
Critical Mass for the 
Commodore. And Dave 
Cummings shouldn't be left out 



















ofthe namecheck — he'stheguy 


who ea Clive on the 
fim ics front. Watch out for 
im — he'll be writing games 
| n, no doubt... 
jut games isn'twhat Durell is all 
about. There's a thriving 
Business Sofhware section, 















are currently working on an 

accounting package. Every now 

“and again the games gartes 

programmers fend a hand — 

writing the odd routine or 

whatever, more o taking 

“a break. Robert White feels that 

“| the business software market 


represents an area of stability to 


back up the volatile games 
market, À game tends to have 
quite: ashort life nowadays 

| whereas: business 
software can sell and seil [and 
sell). There's little danger ofthe 


“more serious programs taking | too 


“over, however. 
There's very much a team 


in Taunton. When itcomes to 
| writing tricky routines, playing 
with the video camera or trying 
=» | to blowup beachbalis itersthy 
| —the-ruins ofone freebie plastic 
| ball over inflated by a 
E | ou pair of programmer's 
lungs la (in a tattered mess on 
one desk) - EVEryONE joins in 
| toge ng advice and 
he ] A fun AlFarpo to work, 
iousl o STE od 
jam osophy is a 
ne or game we do É 
really bean entao for 
| each programmer” Robert said, 
| them ais tnbiLd us had É 
| snappy one-line description o 
albert ofworking at Durell. 's 
nthe company is keen to 
grammers, and 
air skills. That 
software 















Ma HE De 
) develop the 
cht 





icles and futuristic | 


nsible for. 
ombat Lynx |. 


| where Phil Dierks and Mike Evis | 


| “atmosphere on the Castle Green 













H's easy ifyou know how. | 
mean, Supércõol Clive (he ofthe 
the shades) has got a smashing 
map of Saboteur which he 
produced specially for us at 
CRASH Towers. (Aaah! Isn'the 
sweet?). 

Butthen ifyou're aprogrammer, 
mapping your own game sn 
fficultwhen itcomes down 
to . À bit tricky, maybe. Time 
consumina perhaps, but 
relatively straightforward. 
Sowe have an official Saboteur 
map hidden away in a special 
Map Cupboard in Ludiow, For a 
brtof fun, Robert White thought 


the prizelet on the entry form 

| which should actompany your 
map as well 45 your name, 
address and | 5hirtsize. 

We'll print am official Saboteur 
map in the March issue [cunning 
en, closing the competition 
before we printthe map. How do 
we think of these things?) so 
took out for it. 

And remember, fyou want your 
map returning, make sure you 
enclose the return postage. The 
tea kitty will be totally bare by 
the end ofFfebruary — it's bound 
| to take real pasting over the 


has two sugars in his tes aí 
Chrissymass. It's his way of 


development ( rammé 
developrent) obviously works | ceiebratino. 


win a VCRin 
the Durell NE 
Saboteur mapping 
competition 


rtwould be nice to getyou lotout 











ENTRY FORM — TO BE STAPLED FIRMLY TO 
YOUR MAP 


(You can copy out the details and write on the back of the map if you 
like, Or use a photocopy if writing's not your strong point and you 
don't want to cut up the mag.) 


MY NAME IS 


MIM E SPIRT SIZEÃS 0. cen saenns ocre 


|IWOULD LIKE TO RECEIVE THE FOLLOWING 
GAME IF | RUN UP 


ER. 


UERR. 


2... ões... E Ema 


revi... EEE. msm E 
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Your driving skills will be driven tc 

the limit in this simulation of the 

hit T.V. series. Justyou and a car 

named “KITT” — the ultimate 
driving team! 


à Warrior robots in disguise. 
Earth has been invaded by 
powerful robots from the 

| Planet Cybertron. 
Transform into the role of the 
heroic autobots (Jazz, Hound, 
Mirage and Optimus Prime) in 
their deadly battle with the evil 
decepticons. 
TRANSFORMERS —- More 
than meets 
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Ocean House - 6 Central Street - Manchester - N' 
Ocean Soltware is available from selected branches of: (SE) ds RI EN DS RA” john Menzies Ro a E o cg 





TENTO 


The box-office smash hits your 

screen with all the high-energy 

drama that onhy Rambo can 
Dr, fake the role of 
o Sylvester Stallone in the 
“ d explosive all-action 
batile scenes. 


Become the hunter and | 
the hunted in this 
breathtaking simulation F 
of the famous film and 
TV series with É.' 
Hyperthrust feature, |: 
helicopter attacks and | 
daring rescue attempts 
that only the man and 
machine combination of 
Street Hawk can survive. 


YOUR paca aci 


| | b RA 48 IC the streets! 


“reli 
2 NS - Telephone 061-832 6633 - Telex 669977 
| RASKYS, Rumbelows.Greens. Spectrum Shops and all good software dealers. Trade enguiries welcome. 





Rosetta MeLeod 


Welcome to the first CRASH Course.of 1988: This is an appropriate 
time for looking back over the events of the old year as well as 
making wishes for the new, 1985 saw a tremendous upsurge in the 
number of commercially available educational programs, particu- 
larly for use with younger children. Most educational publishers 
have now linked software with their own reading schemes (for 
instance, the Sinclair/MacMillan programs reviewed below), and, of 
course, this is the ideal way forward. 

ht is also good to see that some software houses aré including 
audio tapes in their packages, and | hope this isa development we 
see mote of in 1986. Older children, however, especially the 12 plus 
age group, are still not being particularly well catered for, and what 
is needed is for secondary teachers and publishers to get together 
to design programs with'a high degree of educational relevance 
Unfortunately, the industrial action by teachers throughout Britain 


; RE AA Sud | ctg ishapes, tracueons and so 
A, Pu he ru E on) avhich then enable hum to 
A a e” + open the door and reveal the 

5 E TE 
| ger Te ES 


Tm 

aliejo (= In 
the plaver has to 

Producer: Mirrorsoft É 

Retail price: E 7.97 

Agerange:5— 11 


Author: Soft Option 


treasureo, Lhe Count, 


ount himself. This 
educanonal options cover coun 
UNO, aticdition, subtraction, miul- 
tiplicatton and division 

An immense amount ot tha 
ught has obviousiy gone into 
and the range 0] 
ajápatado provided IS quite Iimpre 


A Pre lJests 
Cnrmans lim 


Fr 


F 
1 
pato a ) Fenserra | Estive. Roth games areenfoyábie 
AFOOTAIms Mire FUI S [ren SUFÊ [E ARAL aj 6 po Plata e 


or children to play, but Pim 


and The Count, both designedto Ed 
raid what they 


give maths practice and skill 
E | = a + ml 
PIrtorcement over awide abi: | CUUCatoONd! 


=: ig | 
TARDE After PELEME) PL | FEAR 


COMMENTS 


Control Keys: rmumber keys, c 
Ovsnók OptÓN 
| Keyboard play: Very reESponSIva 
| Use ofcolour: very good 
| Graphics: Very nuce 
General rating: engovabte tá 
plav. and quod value Tor money. 
but limitedinterms ol 


EQUCAUNGNA! VOA 


COMETI 1 VEIA 


Lito E Em 
trt fi + li ade! LHE mer cntors 
holes canginy from shape 
matchina irachons 

decimal. equivalent! 

IE LINEA CH f Prior al 
aro options, 
and mumberl 


a. ja r | 

Ultdayv br 

MaZares. 

TA | T COMETA MN AaTA VIVE | 

os RSI LO JEM ia O o O PRE) 4 i 

! of ] Taís 

Es | Ro di 4 F EE 
mopstondainetair Dvstick con es 

poOntro!, The 

15 E Era E the 

e j=| | pa Ê E pm EM [4 - L 

CNES! FOtEsSSOr LHCQCHNE 

around 

NC DUNCO OD] 


ano his metal detecto! 


LM SLfeefs | 


The ancient arecheotogist is on a quest for mathematical 
treasures in the second game in Mirrorsoft's ANCIENT 
QUESTS learning packaga. 


ar 


search Dracu- | 
ais Castla before destrovinag the 
time, the! 


otier in terms of | 


in 1985 has done much to bring toa haltthe development of new 
ideas in computer-based learning. Let's hope that 1985 will see 
more creativity in software and a move away from the kinds of 
application which tend to trivialise the potential of bóth the 
computer and the child, À | A a 
Another hope for 1986 regards the increased availability of 
educational software in the high street stores. With the creation of 
the British Educational Software Associates at the end of last year, 
it is to be hoped that their aim of improving sofiware distribution 
both to the home and school market will be realised, and that the 
service | mentioned in last Issue will be extended during this year. 
The past few years have been a period of experimentation in the 
field of computer-assisted learning. Now 15 the time for us to 
expand upon the good ideas that have emerged, with à view to 
providing a much better range of educational sofiware in the future, 


| he cover blurb tells us thal 
Di thyis Ingenious program has 


been carefully designed ol 


vounger children and apart irom 
srovidino. them with endless 


E hourscof fun; tow! help them | 
Producer: Mastertronic with many aspecis Of thei 
Retail price: £1.99 education | | 
Age range: Younger Um afraid | tail to see tire 
“hildremn - eQuUealbianal VEL OF IMHS Game 
ltimay have a usein teach the 
layout of the OMERTY key 
| board, but there are cothel 
The:aim of thisgame is to use | games which do this: better 
h Marketing programs like this 
under an educational banner isa 


bit clubioLs 


ie keyboard to umbie the var- | 
OUS Characters Dy tmatchino the 


correct letters and numbers, The] 


F 
L 
Ê 
| 


Al ticd up in Mas tortronie's TYPE ROPE. Untangio the poor 
person on the left by koying in the characters ateithor end of 
the ropes. 


GUICKkEr VOU ráaciions, themore 


je 


points you get On the Es hard | COMMENTS 


Site of the sereen: vou seg the 
character ted up with lengths o! 
rope, onecend of 
tabelied with 
Witt 


E no 
Loro: 


Control keys: whole keyboard 
Nevboard play: good 
ofeolour: Fair 

Graphits: very limited and dull 
| Goneral rating: give ita miss 


gach piece 
a letter, the othe! 
number. By pairing the 
etter and number, 


player trees the character 


LISO 


TE 





e mê Pai ip ao H 
lado 14 bio res - 


eat) 


[VR 


| UNI: | j 


EI E ad cais 


Che rotund Max stands next to the letter A and wmaits tor the Max is happy, in Beyond's ROMPER RÓÓOM. Someone's 
cormect key to be pressed in Boyond's ROMPER ROOM. evidentiy pressed the right key! 
There's stilltime to havo another go. though... 


| - interactive and: fondh ft the game, however, it be | in the srovioris 
| cent ofthe ota favoúnies We: comes extremely boriny for a | yaoht together 
z LR st T [= F J emilio + DRT À as i F a ic 
E 


| [ar] ê ' E Pe rua ; = , F À = 
| Wviti Pd =]. E E idroa EMT LO Avachoal nrenthy Clypra) 


with the child encouraged ti six letters al ondas ting. The 
li BE To! f the. srrpei Err ÚGTTPE doos pot allowy the p ren 
| | ER T 1 E Tr ] , EE sfpipol o aa ra td a Er T the 


a > EMC Md MEters to] 
Producer: Beyond ME o DBmes 1 th ESTE ctula Lo Dractee. vhich 
Meta! DFICE: E9. 96 o all centerad Sarmeê untórtunate 


Range:2 — 7 (and vols OE aiticale lo ac Erae | monialite do pc E PO MIMENTS 


parents too, it Is 


claimed:) MAPdeLer Tia IMOQUCES EdCh | penorm. ACto or in- | Control keys: press the 
jo tam | stance, 1 Dispres appropriate letter key to match 
was interested to fini the letter on the screen 
and lover casel, shows wher: out the sentence for X and 7 Revboard play: good 
me jetter |s situated on the koy- | tou can see by the X-ray Use of colour:-bright and 
Ú, UIves à Sem e E LIGEL] mam É à O D nes, am “la attractive 


Lraphvcs: good 

eneral rating: à useful package 
which would have been greatly 
improved if there had been the 
option for the adult to select 
specific letters for practice. 


DES Pre 


Producei Sinclair; 
MENTE T 

Retail price: £7.95 each 
Age range: TFounger 
children 

Author: Fisher-Marriott 





| Diana Bentley of the Centre for 
the Teaching of Reading at the 
Umiversityor Readino. The pro- 
grarms form a coaretully strue- 
tured sequence, beginning veith 
letter recognition anel sich 
vocabulary. and building up to 
the concept of posmional lan = | Te E 
queage words such as under, on E te 
Ebro boca is Red SP nUEnia 
insiderin Program Five Res e 
The excellent bookler which == 
CcOmeês with each package has a 
lot of useful, practical advice to 
offer parents who want to help 
them children to read, anil the 
contents of the vanous pro: 
grams are clearly desenbed 
When plaving the games, 1t'is 
possibie to returmto the mente! 











Quite vutay te pig EE a apple anda coat isnotelear. My 
money s on choosinia tho apple — whata fun war to learm t 
read jn SINCLAIR-MACMILLAN 5 legrn to riad rios mae 











COMMENTS 


Control keys: moves from 
PRESS A KEY and PRESS A 
NUMBER to typingan the letters 
df.a vvord 

Keyboard play: very good 

Use of colour: brightand clear 
Graphics: very atiracime 
General rating: a protessiona! 
Series DI programs which aro 
highiy recommended, 





| A hous 
| | 


The castof characters who | E 

appear in the LEARN TO READ | é A id : 

programs. + IM $ 
a 


6 coke 


any lime when the. prompl 

Press À Key is displayed onihe 

sereen, buta major snaq with all 

the programs in the series is that 

a child inadvertentiv Fresno 

BREAK on the Spectrum wall 

crash the program altogether. 

The series, though, |s fun to use 

with a strong emphasis on lgar- 

ping through play, The popular 

animal characters: featured m 

the Gay Way readina books are 

also proninentin Ure programs, Learning to read the fun voy, with your Spectrum which 
and are ilustrated on the attrac- displays à host of everyday objects. Part 3 of the series 
tive packagina. publishod by Sinclair end MachMillan. 
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Rock'n Wrestle-the first truly 3 dimensional combat sports simulation game. 
Dynamic graphics, state-of-the-art animation, 1 and 2 player mode, brilliant gameplay, 10 
different opponents and complete rock sound track. More joystick moves than you imagined ==" 
possible-over 25-Including the atomic drop, aeroplane spin, plledriver, body slam, back breaker, 
arm twist, elbow drop and tumbuckle fly. 


Rock'n Wrestle-the challenge begins here! 


Avaliabte tor Spectrum £8.95, C64 and Amatrad £9.95, 








ne 
/ Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10O 6TF. 
j Trade enquiries call 01º 940 6064 | 


à Available from selected branches of (SB), WHSMITH CAES, WOOLIVORTH, LASKYS, Rumbelows Greens, 
Spectrum Shops, and all good software dealers 
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Don't just take our word for it 
DEE FOR YOURSELVES! 
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NEW SUPER SILVER FOR SPECTRUM 
04 CHIMERA 311  THUNDERBIRDS 
08  WILLOW PATTERN 315 CHICKIN CHASE 


] abiliby Órders aro despaiched prompity All prices inclusive o VAT and postago. 
MAIL ORDER: “FREEPOST FIREBIRD 
Al a IN HERISE PRE ST MMA RTUDES CAME LOPES SH VOL MELO pas 


MAILORDER | 
Please stale name cf game, code number arc quantity required Enciose crossed | 
cheque/PO made payable to FIREBIRD SOFTWARE, Al olers are subject to avail- 


PER ST. MARTIN'S LANE, 
| LONDON WCZH 98R. 
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For a bit of fun, the Wacky and 
dany, Zany and Wacky person- 
ages down at Mastertronies 
Towers in London have decided 
to offer a lucky reader the 
chance of an expenses-paid 
CRAZY DAY OUT, 
dudging by our visits to them, 
and their visits to us, when crazy 
things happen quite normally, if 
they really try to give someone a 
Mad Day Out, things could get 
Crazeee. Like loonie. Gabba 
Gabba Hey! And'so on. 


| IT NAS A DAR z om 
NIGHT... TOO DARK. PR 
IMADE My WAY TO 2 

PIER Q TO MEET THE. ML 
CHICK WITH THE BLONDE P 
HAIR. SHE WAS TO ARRIVE 





| E CHECK THE CLOTHES 
“CHINA SAM AT VINR Es 


| THE LAUNDRY! — oegadid = ec 


P = EA < FILE SiRmyE UP N 


The MAD range of games are 
a bit crazy — crazy on price. For 
E2.99 vou get an awtul lot of 
game. How do they do it? Why 
do they do it? Will they keep on | 
doing it? What is it, anyway? Ho, 
ho, The butterfies are going 
green again, 

ts the kind of thing that 
happens when you're shut up in 
a poky attic in Ludiow, forced to 
live on Old Flatulence BHter as 
Cispensed from the Frog and | 
Lilypad and write competitions 
all the time. Butterflies, that is. 
Green ones. (And a few other 
colours too, but we'd better not 


| go into thathere;had we? 


So, my loviies, “What do vou | 
haveto do to be in with a Chance 
of having a Zany Day Out with 
the ijads and lasses of Master: 


| tronic?” | hear vou mumble. 


simple. Reproduced on this 
page is an unfinished cartoon 
strip, starring the Secret Agent 
With No Name, 

All you have to do is complete 
the story. You could, if you felt 
youwere a bitofa cartoon artist, 
draw a couple more frames, Or 
the rest of a comic book. IE on 
the other hand, your penman- 
ship is not so hot, there's no 
FBason why the stóry couldn't be 
nished off in written form. It's 
entirely up to you how you go 
about completing the story. Just 
do it before 27th February, and 
whizz your entry to GABBA 
GABBA HEY!, CRASH TOWERS, 


E PO BOX 10, LUDLOW, SHROP- 


SHIRE, 5Y8B 1DEB. 
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| have to admit | havent had 

much time recemiv to play this 

game (too much work, vi TER 

but thanks to Mark Blackett ol 

Cleveland our lives have been 
| 4 


made that much easier with 


e im - 
these superbtips 
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GUNFRIGHT 


Producer: Ultimate 
Retail price: £9.95 
Language: machine code 


Now y'all listen up. This here 
town's got itself a new Sheriff, 
reckons he's goin' to clear the 
town of the meanest fastest gun 
Totin' Bunch of Rootin' Tootin' 
Gun Stingers which ever did vip 
the Wild West. Goes by 
name of Sheriff Quiskairade: ves 
Siree. 

As to be expected, in Ulti- 
mate's latest relgase vou play 

we part of Sheriff Quickdraw. 
While retaxing in Diino Office a 
telegram arrives sho your 
task: to clear the streets of 
punnanisra: This task may seem 
Sstraightionward but the public 
have ignored your warnings and 
remain outside, to your horror. 
For if you should accidentally 
blow away a poor innocent by- 
stander then you are fined, 

The game starts with a picture 
of a gunsight and bags of money 
scrólling downwards. In this first 
stage you must shoot the bags 
of money to finance your antics. 
Speed is of the essence, because 
money plays an important part 
in the next stage of the game, 
and you need all you can get. 
After a short while the money 
supply dries up and you com- 
mence the main part of the 
game, 

In stage two, Filmation Il 
(Ultimate's 3D masking rou- 
tines) rears its head again. This 
part of the game bears a strong 
resemblance to Ultimate's pre- 
vious release, Nigitshade, and 
plays in a similar manner — al- 
though there is more depth to 
this game. Black Rock, the town, 
is full of women and children 
who point in the direction of the 
villain currently being pursued. 
If you bump into pedestrians 
vou lose a life — and if'you shoot 
one of them by accident or even 
just for fun vou are fined an 
amount of money which varies 
as gia play the game. 

u ate around Black 
Rock you'll need to use your 
revolver, It contains six bullets 
which vou can use at will, and 
iebuça all of them have been used 
vour Super-Slung Six Shot 
Singer will reload automatic 
ally. You have to pay for 
ammunition, and like the fines 
for blowing away townsfolk, the 
cost varies throughout the 
game. 
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Sooner or later in the games 
vou will stumble across a horse. 
is little beastie is not the 
normal four-legged type horse 


but appears to be little more 


non e Ratio variety, 
Like most thi in life, and 
everything in ack Rock, the 
horse costs mon to use — 
again, the price varies through- 
outthe game. The horse con E 
two advantages; it allows youto 
do o strians (great fun) 
 greatiy increases our 
is is can sometimes 


bit of a disadvantage, because 


when you're -scooting around at 
top si it is very sasy to have 
a rat painful Collision with 
one of the many cacti that litter 
the streets, 

Once you have located an 

outiaw you must apprehend 
him. To do this you must first 
shoot him — the screen cuts to 
show the outlaw along with Rr 
gunsigoa. This stage of the 
bd tke the good old f o 

| shoot outs. You have to be 
quick with your trigger finger or 
else the outlaw dispatches you 
with one well placed bullet. 
you win the shootout then you 
receive a reward which varies in 


accordance with the difficulty 


rating of the current outlaw. You 
Empr nt sen eles 
jail to in your quest for the 
next lawbreater. ç 
The screen is split into several 
parts. The main window, on the 
top right of the screen, displays 
the current play area ando Exp- 
ands to occupy the whole of the 
e top half of the screen for the start 
the game and the gunfight 
sequence, The rest of the screen 
displays the name of the current 
outlaw being pursued (not in 


gunfight mode or the money 


collection sequence) the 
amount of money in your pos- 
session and the number of vos 
remaining. The last window 
deals solely with telegram mes- 
sages which give you all sorts of 
bits of information about re- 
wards and so on. 


CRITICISM 


O “Recently Ultimate have come 
under a lot of stick concerning 
ra pretas Well they're back, 

Ú with 3 ris ae 
PONTE no o Ersanicaae SM 
appears to 
lar to Nigihtshade: that's true, 
but the game element of Gun- 
fright has been considerabhy 
developed. The several different 
stages make it a very enjoyable 
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and highly addictive. As 
ithe standard of graphics is 
Ddtd, rag Pro 
you're 
arcade game freak then this 
is definitely worth consider- 
. Ultimate have finally got 
to their roots. Let's just 
hope they can keep this stan- 
dard up in their future games! 


O Out of al! the recent Ultimate 

this is the best — it has a 
plot which is interesting and 
immediately playabie. The gra- 
phics are, às always, excellent, 
as is the sound, | found this one 
very piayabie and Fairiy easy to 
get on with. The people in the 
town point in the direction ofthe 
badoies, so tracking them down 
is pretty easy, shooting them 
homever is another matter. | 
very much enjoyed playing Gur- 
fright as it is fun to play and has 
fasting appeal, although | don't 
think another 3D game from 
rdias will go down as mellas 
this.” 
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O Well it seems that Ultimate 
have made up for the recent 
spate of not-so-good games 
wah Gunfright. Some may 
argue that its a Nighishade 
clone but a very good and 
addictive one, The graphics are 
really good with a few nice 
touches like a horse which en- 
ables you to go faster and small 


e. 4 uma 


NS LAO DADO La Câm sa de E RETAS AR A A Ri RR Ega CLARA AA children excitediy pointing the 


| | way to the nearest outlaw. The: 

E 4 f 7 “e o pr po a a sm ss e E EEE EEERESRELE À arcade SEQUENÇES involved are 

Ea a E a en ms o es 17 qal PE colourful and very detailed. 

Eras dar m a El Definitely deserves a CRASH 
1 ZA Es: à RES el Smash. 


Ea 


Control keys: Gunfight mode X, 
VorNforleft.C, BorM for right. 
A,S,Dor Fforwalk. 1— O'for 
fire. Fastdraw mode: X,V or N 
for left. €,B or M for ri ht, Row 
beginning Q,W,E,R, Tetcfor 
up. Row beginning A,5,D,F 6 
etc for down. Top row for fire 
Joystick; Cursor, Kempston and 
Interface Il 

rd play: responsive, but 
a bit confusing 
Use of colour: little colour, to 
avoid attribute problems 
Graphics: detailed backgrounds 
and characters 
Sound: title tune otherwise 
limited to spot effects 
Skill levels: gets progressively 
harder 
Screens: scrolling playing area 
plus moneybag and shootout 
screens 
General rating: A very enjoyable 
fre: “An improvement over 

itimate's last release 


Use of computer o 
Graphics FD 
Playability 94% 
Getting started 90% 
Addictive qualíties 92% 
Value for money 88% 
Overall 92% 
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Defend the spoils of the famous gold 

rush, guard the riches hidden behind the 

walls of the West Bank. Desperate characters | 
plan and scheme their way to the gold, AVAILABLE 
bloodthirsty gunmen try to blast their way to SOON | 
instant fortune but watch out for the innocent E 
bystanders — a stray shot will harm your 

reputation for ever. Keep a Keen eye on the 

horizon and your trigger finger poised for action — 

the law of the West is still the law of the gun. 


Uremilin Graphics Software Limited Alpha House, 10 Carver Street, Sheffield 51 4F5. Tel: (0742) 753423 








Faney a trip out to Sheffield on 
Tuesday, Sean?” asked our Exec 
Publisher, Roger Kean knowing- 
hy. He rubbed his palms in 
eager anticipation of my reply. 


Sure," was my nonchalantiyv | 


issued drag sd Left like givin 
BR some hassle anyway. But ft 
wasn't as simple as that — is it 
| ever... No, Roger said that he 
could hire me a car (Mad Max 
meet Mad Masterson). Roger 
drew me an “excellent map' (his 
words, not mine). The excellent 
E showed me how join the 
A6S from the Ab. Yours truly 
drove up and down the AS for 
two hours looking for a non- 
existent A6B ... Come back BR, 
all is forgiven. In the meantime 
— ROGER 

| made it to Sheffield in the 
end, of course, Im a genius after 
all. Soon | was inside the hal- 
lowed offices of Gremlin Gra- 
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hics and it was down to 
USNESS. 
Interactive fantasy stories 


have been popular for a 

years now, and the craze has still 
not reached its peak, according 
to the marketing research peo- 
ple, One of the latest series to 
appear is the Way of the Tiger 
series published by Knight 
books, co-written by Jamie 
Thomson (ex features editor of 


WHITE DWARF magazine) and | 


author Mark Smith. The series 

uts the reader in the role of a 
Ninja warrior in a series of 
martial arts adventures flavour- 
ed with a touch of fantasy. 
Gremlin have acquired the 


rights to produce the computer | 


game tie-ins to the range and | 
was there to get a glimpse of the 
first of their games. 

As lan Stewart, the Gremlin 
Guru, explained, the first of the 
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| These sereen shots reveal the variety 0! moves — but wait 8H you ses lho animation! 


ds 


ames is an arcade adventure 
ut subsequent games will be 
more conventional adventures 
with no animation. Way of the 
Tiger is also the title of the first 
game and the plot is something 
of a prequel to the series by 
Messrs Thomson and Smith. It 
involves a really nasty piece of 
work who has cold bloodedhy 
killed off a close relative. You are 
out to avenge the death but 
before the final confrontation, 
there are a variety of other 
beasties and evil-doers to 
eliminate. 

You have two characteristics 
-— Endurance and Inner Forca, 
the levels of which are cons- 
tantly displayed in the lower part 
of the screen. When these are 
both thoroughly depleted, it's 
good old Game Over time. They 
are witiled away by receiving 
and applying damage to or from 
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the various creatures and ene- 
mies likely to be encountered 
during the game. Of course re- 
vino damage results in more 
of a characteristic being deple- 
ted than making a successful 
attack upon something else, but 
even then, the amount of En- 
durance or Inner Force lost, is 
related to what is actually invol- 
ved in the combat sequence. 

So what do you actually see 
on the screen? Well, as might be 
expected, the atmosphere is 
distinctlhy oriental. The fore- 

round and middle distance are 
ittered with ancient ruins, wil- 
low trees (courtesy of some 
fabled plate designers) and 
boulders. lt is possible to move 
behind or in front of some of 
these. In the far background] 
were some li Himalaya- 
nesque mountains. Incidentally, 
in the screen shots elsewhere on 
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WIN A SIGNED KIM hANicS>a 
RAYMOND ORIGINAL — OR 


BE “DOMARKED FOR LIFE"'! 


You could collect the original Artwork used in the Domark Ad on Page 30 


A WA 








1a 












If you are a reader of 20004D, 


then you'll no doubt be familiar 

with the work of Kim Raymond. 
| He's one of the guys whose work | 
appears regularly between the 
covers of your weekly dose of 
justice a ta Dredd, 

The chaps at Domark commis- 
sioned him to produce a short, 
full colour cartoon strip to use in 
the advertisement for Gladiator, 
their latest beat em up game, 
You could be the proud owner of | 
the original signed artwork that 
was used in the advert on page 








All you've got to do is study | 
the two gladiatorial pictures that 


SO of this issue of CRASH if you 
enter this little comp. (You won't 
get the lettering though — 
Someone else does those for 
cartoon artists and they are 
added at the printers...) 

By way of consolation, to 
| Cheer up some of the people 
who don't actually win the 
competition outright, Domark 
are offering twenty of their 
delightful T Shirts which have 
the words “Domarked for Life” 
emblazoned (Lloyd Mangram's 
Long Word Dictionary) on the 
front. On the back, there's room 
to add your high scores too. 
Cunning idea, huh? 








Oli has prepared for you to 
study, and work out how many 
diferences there are between 
versions A and B. Ring round all | 
the differences you can find in | 
version A, complete the entry | 


| form with your name, address 


and T Shirt Size and send it 


win o off towards |: 
GLADI TOR COMP, PO Box 10, 

Ludlow, Shropshire, SY8 1DB to 
arrive by 27h February. First all 
correct answer out of the gladi- 
ator's shield on that day will 
secure the artwork for its sender, 


| and the next twenty correct sol- | 


utions to this knotty problem 
willwin T Shirts. 
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ILREADY SUBSCRIBING? 





Diu DARACH | 
Tha game vos tha higaes 
irverall vai 
CRASH, co 
iB last puar. Fou tak 
oÉ Cuehaindnn, the creio néso má 
hua stumps around the hamiet o! 
Dun Daracdh avosding Lhtaves 
irsdêng meuith shopkeepars and 
nora puzzles 

Your pel cn] has. Dest Te 
ductec by tha evil vemprirets 
Car ari ns dp to you bo Guam 
plaie the tasks that HE betore 
pou im the Hry ol Dyn Carneh po 
that you can find out mai a 
happened Walking thrcagh tha 
Ciby yÓU CÓMIE aCoÓSE. A whole 
host dl character th verbo 
cai he o fria e rar 
come to pour guia 

Hours and hour O! Ion La 
baotore you with the GMAEH 
EST CRASH Smash Ever 
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ORDER FORM. FOR 
THE ATTENTION OF 
AGGIE 

MAKE YOUR CHOICE 
RIGHT NOW: 

NB. CROSS OUT THE 
BIT THAT DOESNT 
APPLY TO YOU. | 


as well as a copy of TIR NA NOG 
às my little Aggiepressie with 
my subscription. | enclose 


| 
| would like a copy of AD ASTRA 
£14.50 and want my games | 





ceive my complimentary copy 
of DUN DARACH together with 
twelve whole issues of the 
magazine over the coming year. 
Therefore | have sent you £ 14.50 





| would be very pleased to re- 


| AM ALREADY A SUBSCRIBER. 
| ENCLOSE £5.00 in the form of a 
cheque or postal order, my 
subscription number is written 
below, and | would like you to 
send me 

(Delete as applicable) 


DUN DARACH 
TIR NA NOG and AD ASTRA 


MY SUBSCRIBER NUMBER IS | 
NNE === SE 
ADDRESE Ls Re 

| 
PISA = RS TA Pq A a a Pp = ea pe dr | 
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After a very quiet 1985, Thor, father" of Odin (although 
mythologically speaking it's the other way around), 

has retumed to the Spectrum software scene, with 
Arc of Yesod, the follow-up to Odin's highly successful 
Nodes of Yesod. Unfortunately, the Spectrum version 
isn't quite complete, but here's a taste of things to 
come — a preview based on the Commodore 64 
version... 

And before you get all moralistic about previewing 
games on other machines, we have got a Spectrum 
demo from which the screen shots were taken — so 
there. 
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blusa, green, yellow and white. À. 
Crysta sits pç Pg atop 
the platform next to € 

who is not exposing kia to 


[the oncoming aliens, but has 


just released the Sphere (far 
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The Rt Hon Charlemagne Fot- 
heringham (but you can call me 
Grunes Charles) is back and is 
once again in search of that 
mysterious black slab — the 
Monolith. This time the quest for 
the Hith (that's trendy space- 
man's terminology for a Mono- 
lith) takes place on the planet 
Ariat, which, despite certain 
graphical differences, bears a 
remarkabte similarity to the 
Moon in Charles' first adventure 
— as do the inhabitants of the 
planet, the Ariatans. But this is 
neither here nor therefor itis the 
ame itself that matters. And 
thankfully there are some notic- 
able changes that make Arc of 
Yesod a Inttle bit more than à 
deluxe Nodes of Fesod. 

For à start, not only does the 
“Ih have to be found — it must 
be destroved, as it is in fact an 
extremely sophisticated tactical 





Charles (far left) taking a stroll 


planet hanging tastefully in the] 


| pis tea 
| the darker depths.. 


k &B 





Gosh! Golly! ipa Charles is is 
really in a fix! He'd better watch 
out for the exploding red chie- 
ken on top of the transporter to 
the at right and the evil a 
zombie spaceman moving in for 
the kill (well, crystals) from the 
bottom of the screen. The blue 


Desta! to the far left is an alien 





warfare Computer, containing 
information which could lead to 
the destruction of the Earth if it 
fell into the wrong hands. And 
should the Ariatans get to It 
before Charles... 

Of course, things are not so 
gasy for our intrepid explorer — 
the majority of the aliens are out 
to drain Charles of all his energy, 
while one foul creature disorien- 
tates him by inverting his con- 
trols! There are a multitude of 
teleports scattered about the 
caverns, along with many hid- 
den eg and disappearing 
patches of floor. 

To aid him on his mission, 
Charles is in possession of a 
small “Sphere” which functions 
much the same as the mole in 
Nodes, only this baby can fire 
left or right and is capable of 
blowing away chunks of wall 
and most aliens. He also has a 
limited number of “Sman 
Bombs”, which, when activated, 
have the same effect as the 
Gravity Sticks in Nodes, pre- 

venting some of the aliens 
materialising for a short period 

oftime. 

Right, that's it — full review 
nextmonth... 





on the hi-tech (thats ld 
spaceman's terminology for 
“high-tachnology'| suriace ofthe 
planet Ariat, with an obscure red 








ght hand comer of the blue | 
ght à tadder to the far 
 ominousiy down into 
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TWISTING 


Twister-infected mind, you are 
attacked by a squad of demons, | 
mhich have been sent out by 
Twister to hinder your progress. 
Each demon type has its own 
particular pattern of movement 


| H, like us, you had been puzzled 
by the significance of the scan- 
tily clad dancers employed by 
Mark Cale on System 3's stand 


and will attempt to bump into 
you in order to deplete your 
| energy reserves. You are equip- 


THE FRIGHT 





at the PCW show, you might also 
have been searching for the 
meaning that their presence 
might have had. At the time, we 
| all thought it was just a cheap 
trick to pull the crowds. In fact, 
what Mr Cale was really dem- 
onstrating was the case with 
which the human mind recerves 


AIWA Y, 


such spectacles. The demonstr- 
ation served to hi-light the 
naughty little thoughts that pass 
through some paeoples minds... 


Well, the subject of Mr. Cale's 
latest game makes sense of the 
entire performance. Fwmister, 
Mother of Harlots is about evil, 
sin and general naughtiness, 
Elements of badness that mani- 
fest themselves within the 
minds of weak and wretched 








humans: Twister is the motiva- 
| ting force, the root of all evil, the 
| rotten core that can live within 
the human mind. The object of 
the game is to remove this evil 
from the human conscience — 
travelling through the mind of a 
ixesbas which has been made a 
ome by Twister, you have to 
| avoid a variety of evil thoughts 
and demons on your way to the 
final showdowyn with Twister. . 
The game takes place over Six 
screens, most of which place 
vou in à forward-scrolling 3D 
playing area. The first screen 
as little platforms, resemblin 
Victory V lozenges, which scro 
towards you forcing you to 
move forward by jumping from 
one to the other. The second 
screen replaces the platforms 
with a tunnel, the sides having 
grid patterns to give the effect of 
you moving down it. On this 
screen you can position your 
|| man on either the floor or the 
roof, depending on whicharea is 
most threatened by demons. 
The third screen is similar but 
without the roof. The fournth 
screen takes you into a different 
| environment where you don a 
jet pack and zoom around in 
space. The penultimate screen 
returns you to the serolling 
roadwavs — only this time there 
are no sides and no roof. If you 
survive these four screens, you 
are finally confronted by Twis- 
ter, in the form of an evil 
serpent-like creature coiled 
) | around a planet in the centre of 
: | t à | the screen... | 
k, | Às you travel through this 
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| shot into its open mouth to 


ped with a Demon Gun, which 
comes in handy for removing 
nasties from your path — but 
ammunition needs to be collec- 
ted, as your gun is not self- 
replenishing. | 
Each time you kill three 
demons of the same type, they 
will drop a useful object which 


you should make every effort to 
collect. Apart from the objects 
which must be collected, and'the 
demons, which must not, there 
are a mumber of other objects 
which move towards vou. Some 
will reward you with some ad- 
ditional energy. others will 
deplete your energy. Some ob- 
jects add to your store of 
ammunition while others, the 
horse shoe in particular, will 
cause you to lose one of the 
objects which you have just 
collected. Ônce you have gath- 
ered up the required collection | 
of objects from a screen, you can 
move onto the next stage of the 
game. 

On the final screen it's time to 
do battle with the root of all evil 
Twister itself. The serpent-like 
creature is coiled around what 
appears tó be à planetoid. ks 
neck lashes out into space and 
you have to plant a well-aimed 


deliver the coup de grace. 

The graphics employed th- | 
rough out the game are really 
very effective, being both de- 
tailed and smooth. The title 
screen and high score table have | 
some very pretty effects — in 
fact the game seems to have a | 

reat deal more promise than 
system 3's previous release | 
International Rarate and judging 
by the early copy we caught | 
sight of, the final version should | 
prove to be a first class shoot em 
up. Perhaps Mr. Cale might send 
along his dancing troop to help 
us understand the full signific- 
ance of the ideas portrayed 
within the game? 
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When Microsphere collected another CRASH 
Smash, it was time to send ace investigative 
reporter, Charles P Cohen along to see the 
dynamic duo of Helen and David Reidy. They 
came to see us, while Skool Daze was nearly 
finished, and spent the day taking us round the 
classrooms while their car was being attended 
tobythe Ludlow Car Doctor. lt was 
Walpurgisnacht (Halloween to most of us) 
when Charles P set off on his trek across 


London... 


T'was the eve of Halloween. 
Looking carefully about | pulled 
my coat closer around mé and 
warily approached the building. 
inthe orange glow of the street 
lamps and the silver moon | 
pressed the bell. À woman 
opened the door, and, 
summoning up my courage | 
said “Hello. Em from CRASH. 
Em Psi todothe eba pa 
are ere aren'tyou 

She similed, On Halloween, à 
smile means many things. 

“Yes”, she said, “I'm Helen. 
Please come in.” 

50 Heft the nightto its own 
devices, and stepped into the 
Microsphere. 


Microsphere isa husband and 


wife team who have been 
writing some of the most 
onginal and lasting games for 
e Spectrum since the year dot 
(1982 actually), when the 
machine was launched. These 
veterans of the industry have 
brought us such gems as. 
Wheelie, Skyranger, The Train 
Game, and the incomparable 
Skoo! Daze with its follow-up 
Back to Skoo! — their latest 
Smash. In early 1983 
they also branched out intó the 
serious software market, when 
Dave wrote Omnicale — one of 
the first and best pro 
= bd for the Spectrum. 


the Spectrum had caughtonas ses 
a business machine then maybe | 


Dave and Helen would now be 
the premier business software 
company... 


-Butthenmaybe | 
CRASH wouldn” texist. Perhaps | E mm à 


things are best left as they are. 
Microsphere was set up in 


1982 as a casual arrangement, 
while Dave was working as a 
system analyst and Helen was 
working as a Primary School 
teacher. 

Naming the company was 
their first major task. Those were 
the days when any respectable 
software producer had 'Micro“in 
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its name, “Microsphere” 
segmed to encompass all that 
company represented — 
little, and round with no sharp 
edges. What's more, 
sounds a bit more 


Microsphere 
Micro Bi than “Hyper Mega 


icro Bi Ad Budget Crummy 
Games! qi ne Ltd VIP”, 


At first, Microsphere was just 
ã hoiding company, arranging 
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sub contracts for hardware 
manufacturers (Translation: 
Microchip maker's middle man), 
and this also allowed Dave to do 
some freelance work for other 
people. Soon, however, seeing à 
market for high quality and 
cheap software for Clive's baby, 
they branched out into the 
Spectrum, with The Frain Game, 
and Omnicale. 
Microsphere's games are very 
da different from the rest 
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ofthe market. This may have 
something to do with the way 
Dave works. He doesn't play 
“anyone else's games — just 
reads about them in CRASH. 
What's more, he doesn't use an 
Assembleroranyother 
conveniences like that. | asked 
him, Don'tyou get many bugs? 
“Oh no”, he replied, “Only 
one or two little ones here and 
there”, Hewrites the code out on 
paper first, and then Helen keys 
it all into the computer faaah). 
The planning stage for games is 
understandably ve y long — 
especially with the Stoo! games, 
which require oodles of 
complex interaction. In Back to 
Skoo! for instance, there are 
thirty-iwo independent 
dis racters, all doing their own 
IPO. 
Talking of Helen, she's given 
up full-time kiddie bashing 
isorry — teaching) and now 
organises most of the 
ministration, such as licking 
stamps, writing letters, liaising 
with buyers from the chain 
stores and taking care of minor 
matters, such as keying in 
programs. These daze, she only 
teaches once a week, to keep her 
hand in. The idea for Skoo! Daze 
stemmed from Helen's 
experiences: Dave and Helen 
then sat down with the Basic 
idea and dreamt up a whole 
range of “Extra Curricular” 
activities that skoolkids getupto 
— the whole point of the games 
15 to commit all these grigvous 
crimes and get away with it. 
Microsphere plan to continue 
their original approach to games 
design: there are no plans to get 
involved with licensing deals, 
for instance. Heléên believes that 
professionalism is very ; 
important these days, and she 
and David agree that licensing is 
a bad thing for Spectrum 
gaming, because fl 15 generally 
used às an excusefor publishing 
trummYy games and clocking up 
a nice little profit. | 
"* Neither Helen nor Dave feel 
that they are particularhy well 
blessed with artistic capabilities. 
So they have this professional 
artist fellow, Keith Warrington, 
who comes in and does all the 
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on some raitings. 


Halen Retdy in the Efficiont Administrator Pose. Note the 
spectacie-wearing 


and the nonchalant lean 


“Pd drawamoustache on Dava 's picture, too, but |drew oro 


on him pears ago”, Helen adds. 








graphics for them. (He teaches, 
too, so there's a fund on 
background informationto dra 
on for the Skoo! games.) The 
Turbo Load is all theirs, thoug. 
and they spend many hours 
checking every batch of tapes. 
Reliability is a strong concern at 
Microsphere, and they are only 
happy with a 99,9% success rate 
on duplicated games. | 

“ Alotof Helen's time is spent 
“running round incirles, 

chasing people and being 
chased”. Quite a few people 
write letters to Heten you know. 
She tries to provide personal 
replies to as many as she can, 
but everyone gets an answer of 


SOME sort... once she gave 


lines toa correspondent for 
being impertinent. Can'twin, 
can you? 

Wirth large companies getling 
more and more involved with 
the home com puter software 
market, doesn't lite get difficult 
for the small independent 


“software house? “l'scertainhy 


more of a struggle”, Helen 


-admitted, “there's more hassle 


involved. Notso long ago, 
buyers from the targe chain 
stores were happy to take half- 
decent software from a nyone. 
Nowadays itseems they're 
more conçerned with yóur 


“advertising budget and the-size 


ofyour box — it's very difficultto 
geta quod game from a small 
software house into the large 
stores.” | 

The market has changed 
Sting over the na couple of 
years." Loved the happy jumble 
sale atmosphere of the early 
Microfairs”; Helen admitted, 
“Wirth the large companies 
entering the market and making 
a name for themselves with 
blanket advertising in the 
magazines and TV coverage, 
things have changed quite 
radically. There's no way we can 
afford to approach selling 
games thatwey, butwe're doing 
well enough.” 

Microsphere has no plans to 
expand. Licensing deals are 
simply not considered, and 
while Dave and Helen have no 
shortage of good game ideas 
the number of hours available to 
them in any given day tends to 
limit their output to a couple of 
games a year. “We won't be 
taking on programmers so we 
can get bigger — we re happy 
where we are now”, Helen 
é asa 

ut wait! There ismore, | can 
exclusively reveal that notonhy 
are Microsphere releasing a new 
game at Easter, [lfyou have 
Pe wits about you, you should 
be able to work out the title" 
Dave said.) Furthermore, Backto 
Skoo/isthe second programina 
oa Yes, more bad speiling 
and late nights next summer! 
Gosh. Clues to the new Skool 
geme are hidden in BTS, so get 
cooking. 
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There's never beena better reason 
for looking forward to Winter! 
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4 ad * Summer Games H 4 — 


1d nowits on to the Winter 

Es Games! And what an incredi- 
HOR É blesetting-a completely realistic 
0 winter worderiand featuring six 














action-packed events. You can com- 
pete against your friends or the computer. 
First choose the country you want to 
represent. Then It's practice, training and 
learning a winning strategy for each event. 
Now the Opening Ceremony and the competi- 
| tion begins. Will you be the dúne who takes the 
—  goldatthe Awards Ceremony? 
* The quest for the gold continues... And it's all 
here — the strategy, the challenge, Rs competia 


the Biathion 
- De Closing and Awards Ceremonies 
with National Anthems 
> Compete Against the Computer or Your Friends and 


b Es Joystick Control — Requires Timing and Sit 


| 

j 
| Skating, Free- -Style Skating. Hot Dog Aeriais and Bão O A LE. . | | 
& One to Elght Players 





ONLY THE BRAVEST FLY... 


New, from the author of Fighter Pilot... a stunningly realistic heticopter | Es 
simulation that puts you in command of an Apache Advanced Attack By DKMARSHALL 


helicopter. You will learn to take off, to land, to manoeuvre and | | d 
Age “geme GensroY enemy tanks using Hellfire anti-tank missiles, SM SP ECTRUM 
ou will experience authentic battlefield conditions as you en- ES a e 
rgttal Integration would hk ham 
deavour to carry out your mission and return safely to base. MeDonneil: Douglas for all oO IE ANE ESC NIA S Upa 


SPECTRUM 
Tomahawk 4BK, £9.95 Cheques payable to Digital Integration Ltd 
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Night Gunner 48k [1 26,95 Lenclose a ch PO tor “Total Tate Sala 
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AMSTRAD CPC 464 ; | | Watchrnoor Hoad. À 
Fighter Pilot L] 28.95 Cambertoy, Surrey 
Fighter Pilot Disk [etass | o 
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Producer: Activision 
Price: £7.99 

re ba machine code 
Authors: Interplay 
Productions 












o ts hard to get through any day without having a 
TRE laugh. Humour comes from reading the strip car- 












h k ; You might wonder at times why 
! Sl toon in the newspaper on a morning, hearing the | place so much editorial com- | the faceless betraver who left 
| N gossip in the pub at lunchtime, or perhaps simply | ment in reviews. There is à | youto perish'? 
| q chuckling in wondermentat how someone can keep simple reason for this. | were As you may be aware, every- 
(é churning out a program so fundamentally boring as | just to keep to saying yes, “no”, | one who hasn't imade It” and 
à Newsnight every evening and get away with it. or 'maybe' about games this | settied into the placid waters of 
4 Insoftware, humour is the flavour of the moment. | column would become tedious | The Civil Service must become a 
S=s==o! Arcade games with flapping toilet seats have given | in the extreme. Mindshadow is | small business. This generally 
| way to the medium where humour can have full rein, within the | am awtlully good program, | entails either clothing, feeding | 
: copious text of the adventure. | suppose the first humorous ad- | there's no doubting that, But | or entertaining those who wor 
! ventures came from Runesokt (with Spoof) and Delta 4with Retumof | what | would like to commenton | inthe public sector and the buzz 
the Joystick. Denis Through the Drinking Glass was an hilarious send | is its lacklustre marketing, and | word for success is USP: the 
upofthe PM's hubby while a little later the Lever & Jones team were perhaps, theme. | mean to say, | | | 


unique selling point which will 
give your business the edge 
over the competition. (Of course 
this country really needs small 


serving up their first satire entiled Hampstead, noteworthy for its 
cutting humour. Their follow up, Terrormolinos, describing a less 
than fun-packed package holiday in the sun, wasn't as subtle but still 
got all its digs in at the right places. It seems more and more people 
were looking for something beyond the cliched dragon bashing and 
universe saving. Fergus McNeil's Delta 4 had a chart success with his 
Silversoft-marketed Bored of the Rings, a spoof on Tolkien's Lord of 
the Rings. Adrian Mole has the sharpest comments of them all, and | 
what's more, is very well-written having borrowed much from the |. 
super book by Sue Townsend. 1986 will bring along a lot mors 
humour, of that we can be sure. 


whenYyou have the likes offobin 
of Sherwood, Sherlock, and 
“Lord of the Rings knocking 














An increasing number of eos Diggi are using their own loading 
systems for Spectrum games. The aim of these systems is to make 
the program almost impossible to copy. À system in common use at 
the moment is centred around the idea that programs which load at 
high speeds are more difficult to copy. The sad point about this idea 
is that the programs are also more difficult to load (and for precisely 
the same reasons). 

One of the beauties of the Spectrum is its tolerance towards all | 
manner of programs when itcomes to age à Ary average cassette 
player can do the job. Not so with these new fast loader programs, à 
player needs fine tuning facilities to load them. Recent exam ples of 

ames using curious loading systems are Never Ending Story, 
Mindshadow, Runestone and Lord of the Rings. The first three use 
fast loaders while Lord of the Rings has a curious system whereby it 





around with their immediate 


mmtn E businesses to create wealth, like 
hookability, is it really enough 


manufacturing or new technol- 





| 
| 
| 
| 





does use the normal Spectrum loading speed but the first six parts 
are irrelevant it seems, and the computer must ignore three sections 
before the program actually starts to load. The least you would 
expect is a warning yet all sa get is a directive to consult the 
Spectrum manual. Do this an 

loading. If my experiences are anything to go by | can see these 
companies suffering from a high number of returns. 


vou would conclude the game wasn't | 





just to throw a q at the 
public with the following spiel 
lost in the middle of nowhere. 
In the middle of a mystery. Who 


What will vou do? London. 
Luxembourg. You struggle for 
answers, your identity, and for 


are you? Where will you go? 


ogy — but no-one's told the 
bank managers who give res- 
ectability a bad name). Any- 
ow, | digress. The point is 
where on earth is the unique 


“selling point in this product? 


There isn'tone. 


Having said all that above, this | 
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program really is good and 
commercial and knocks spots 
of the opposition. 'Good' be- 
cause il sports many classy 


features like a superb tutorial | 


which provides a marvellous 
introduction to playing adven- 
tures and includes an adventure 
simulation taking you through 
the step by step thinking behind 
the moves, GET ALL and DROP 
ALL, à stron 
and, QUICKSAVE and QUICK- 
LOAD which allows vino with= 
mn RAM, and a HELP M 

DOR command which can be 
used three times when all else 
fails (Condor is the bird which 
featured in that superb BBC 
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program set in South America). | 


Unlike the idiotic, condescend- 
ing quips of so many disappoin- 
ting rivals this game's HELP 
function is truly superb. When 
you ask for help, help is exactly 
what vou get. How this game 
has ticked all the boxes and 
managed to get every last sop- 

| histicated feature into 48K will 

| leave the opposition scratching 
their heads for some time to 
come. “Commercial! because it 
has a superb picture at each 
location, very well-designed and 
drawn. Rivals will be particularly 
impressed by the subtle use of 
colour and shading to give the 
graphics a very distinctive flav- 
our, Whoever designed the gra- 
phics certainly deserves a pat on 
the back. 

Play-wise this game is in a 
different league to most | re- 
view, with a friendly vocabulary 
and logical problems which are 
not too difficult to solve. lt is one 
of those pleasant adventures 
where effort is directed towards 
problem solving rather than 
word-matching. This is in no 
small way due to the qame's 
origins, as spellings and gram- 


mar point to an American sour- | 
ce. À dory in one of the first few 


frames turns out to be an 
American word for boat (a flat- 
bottomed boat with a high bow 
and stern). 

Although much of what |'ve 
said concerning this game is 
complimentary there still re- 
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mains one area where it knocks 
the opposition for six. The 
program's intelligent responses 
to anything you might care to 
input is truly staggering when 
compared to the poor and in- 
adequate “You Can'ts' of its 
rivais. Take these (by no means 
the best) examples. In the first 
frame on the beach f dias can pick 
up the shell and LISTEN SHELL 
which elicits You hear Lorne 
Greene narrating an ocean 
series!'. North and east to the 
dory EXAM DORY gives The 
boat is obviously quite old. lts 
frame of rotten wood and rusted 
steel is all that remains'. GET 
STEEL doesn't just give the ob- 
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ligatory OK but the following 
You strip a solid chunk of steel 
off the skeleton of the boat, 
EXAM STEEL now gives another 
variation! “Although slightly 
rusted, the steel is in pretty good 
shape'. To the east, in the clear- 
E a small jungle oasis, 
EXAM VINE gives a different 
response after you have picked a 
vine. In other words the pro- 
gram is always aware of what 
You 
responses intelligent. This is 
adventuring at its best and ifyou 
pd see this one vou will be the 
oser, 





COMMENTS 


Difficulty: straightforward 
Graphics: very impressive and a 
new distinctive style 
Presentation: good-looking 
Input facility: some way beyond 


| verb/noun 


Response: very fast 


| Special features: superb tutorial 


intro to adventuring and useful 
HELP function 
General rating; excellent 


Atmosphere 
Vocabulary 1 
Logic . 

Addictive quality 
Overall 







have done and keeps the | 
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YOU Can d0 west, cast, solth and 


The Hobbit, published by Mel- 
bourne House, was, and still Ig, 
one of the best adventures ever 


released on a microcomputer. | 


Not only was the program way 
ahead of its time but the theme 


' was as familiar to the games- | 


playing word as it possibly 
could be, dealing as it did with 
the famous fantasy book by 
John Ronald Reuel Tolkien 
published in 1937. 

The Hobbit describes the ad- 
ventures of a hobbit named 
Bilbo who finds a magic ring in 
the caves where a nasty creature 
called Gollum lives out its irk- 


some existence. Melbourne | 


House's latest adventure release 
is based upon JRR Tolkien's 
spot work, The Lord of the 


ings, a huge fantasy novel | 


composed of three parts: The 
Fellowship of the Ring, The Two 
Towers, and The Return of the 
King. Dueto the immense size of 
these works and the complexity 
of the programs the very first 


release comprises only the first 
part, The Fellowship of the Ring. | 


With this first game you re- 
ceive a copy of Tolkien's book, 
The Fellowship of the Ring, two 
cassettes each bearing both a 
full program, and a baginner's 
game on the flip side, along with 
the indispensable and lucidly 
written guide to play, In this first 

arm of the trilogy you quide 
"rodo, Bilbo's heir, and the 
hobbits Merry, Sam and Seite 
on their way east to Rivendell. 
The task is made difficult by the 
sinister Black Riders, the Nazgul 


e A dba who serve the 


Dark Lord Sauron. Hobbits aro 
not particularly brave creatures 
and so must rely upon their 
uncanny knack of avoiding trou- 


le by seeking the routes least | 


likely to cause gossip, all the 


while looking for the chance of 
| rh and comfort with friendly 
olk. 


THE FELLOWSHIP 
OF THE RING 


rov are on a stretch of brosd paves 


Forest unth tall graceful - - 
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In terms of style the program 
very much resembles The Hob- 
bit using the language termed 
Inglish, a rather full but straight- 
forward subset of English. In 
appearance, however, the game 
15 markedly different what with 
the layering eflect used to rep- 
' resent the notebook pages of 
each character. À great depar- 


TIME 
QUEST 


| Producer: Scorpio 
Price: £1.99. 
Language: Quill 
Author: B J Curtis 








Kiss the year 2997 and the world 
has become dependent upon 

nuclear energy. Vast banks of 
“computers negotiate the world's 
business. People are relaxed 
and carefree and work of a 
manual nature is a thing of the 
past. The nations are united and 
there is nó Nuclear Threat. Long 
ago man removed nuclear wea- 
pons and hid them in the corr- 
idors of time, their location a 
total secret. 


Those who knew of the secret | 


location of these weapons in 
time have long since died but 
one man now seeks to disrupt 
the world's tranquility. He seeks 
the awesome weapons to hold 


the four main characters, Frodo, 
Sam, Merry and Pippin and, so 
long às you remember to chose 
their options at the start, can 
interchange freely during the 
game. Due to its complexity the 
game also plays a little slower 
but my reason for delaving the 


review umtil next month isa little | biggest games of 1986. 


(a preview of Lord of the Rings) 


the world to ransom keeping the 
peoples of the world under a 
dark veil of fear. This man, a 
former top NASA scientist, has 
created a machine to negotiate 
the frontiers of time, Edmund 


Madison, the name behind the | 
threat, has already commenced | 


his search for the hidden wea- 
pons of war and it is up to you, 
armed with a so far untried Time 
Pursuit Vehicle, to stop him. 
Your task, therefore, is to search 
the frontiers of time and locate 
Madison and his craft, 

Needless to say, the above 
drivel wasn'twritten by me; you 
can expect to see these instruc- 
tions on loading up the first part. 
| must admit, although the wril- 
ting style isn't so hot, the story- 
line iz at least coherent. Games- 

lay consists of shooting around 
our time zones aid ida 
labellad A, B, €, and D, whic 
have a more than familiar ring to 


| them having played the likes of 
| Eureka! (which you can now pick 


up a bit cheaper for obvious 
reasons). 

The most striking features of 
this game are the abysmally 
poor pictures squeezed into a 
small area at the top of the 
screen. Fair enough, this pro- 
gram retails at E1.99 but it's 
almost as if someone had gone 


are no better or worse than 


| pear after a warp ifyou don't. 


COMMENTS 





Peti is 





pr t 
Tifuia 
TERRE | 


| turethis— you can play either of | more prosaic — | simply could- 


nt get it to load, or rather, 
thought | couldn't get it to load 
due to the most curious of load- 
ing systems which-would seem 
to consist of several repetitions 
of redundant code followed by 
the actual program: 

This promises to be one ofthe 


out of their way to design some 
really disappointing and worth- 
less representations of your 
current location. Honestly, It 
would be better to leave gra- 
phics out if they are going to be 
as poor as this. Not all 5 hope- 


loss, however, as the program | 


makes good use of the Spec- 
trum colours and the problems 


many types | have witnessed in 
more expensive games. Not bad 
for £1.99 — but remember to 

ick up the laser gun lying in the 
ime Lab as ft seems to disap- 





Difficulty: easy 

Graphics: abysmal 
Presentation: colourful text 
Input facility: verb/noun 
Response: very fast, as all 
Quilied games 

General rating: cheap way of 
passing your time 


Atmosphere 6 
Vocabulary 7 
Logic 6 
Addictive quality 6 
Overall 
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fill that CRASH Gap. .... 
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28 September 1985 GALIEN 8 and DUN DARACH maps6 Electronic Pencil Company ProfileGPar Two of BASIC 


Cover Artist Rich shenfieldeMaps of Dynamite Dan and Shadowfire 


Compilers Round-up&The 64K Spectrum D esign Design Autoprofile, Part 16Rod Cousens 


interview 


Issue 21 October 1985 OPreviews of Mar sport, Astroclone, Elite an 


d Scooby Doo GNODES OF VESOD map 


GHolografix profile — how to make a Hologram &Crashtionnaire EUCIVEES INFLUI 


Prod uctions profile 


Pp] November 1985 EFeature on small computer magazines — looking at the oppositionQMicrodrive tips and hints 
in the NICHE and part 2 of the fast storage feature Susan Rowe is On The CoverB An inside look 
at Fantasy GamebooksBEarly looks at Robot Messiah, Tau Ceti and Zoids 


23 December 1985 GVisit to Melbourne House6Minson goes sSurtingeThe Design Design autoprofile ends 
Computer graphics feature — On The Cover is Dave Beeson from Central TV6Scary cover and 


Scary Preview of Friday 13th&More 


e 


previews, comps and tips 


Christmas Special 1985/6  OnTheCover Special — our very own Oliver Frey occupies five pages Profile of the Gargovyle 
Games crew6Lioyd's Lookback, 1985 revisitedOHewson Consultants under Roger Kean's Eagle 
Eye8 Short story6Plus a host of Festive Fun and Fralics 


ISSUES 1256,78911,12 13,14,15 are now out of stock. Sorry! 


Back issues are going fast — better get your orders in quick. t's 
probably worth telephoning you want to order early issues, as 
we're getting short. And ifyou missed Issue 19, we can now com- 
lete the gap in your collection with a trimmed down version, which 
has a tasteful sticker added to the front cover announcing the fact! 


BACK NUMBERS SPECIAL OFFERS 
8 Any three or four issues ordered at the same time — 40p off total 
6 Five or more issues ordered at the same time — 20p off each item. 


PRICES 
BALL BACK ISSUES NOW £1.20 including P&P, 
ENVELOPE, STAME, and loving care from Auntie 
Fran, Famous CRASH Back Issue Personage 
BOverseas orders: £2.00 per magazine 
they cost a fortune to send) 


ESpecial Offer discounts still apply, so get in quick! 


Address. LARES TIE EIRCESICICIERArIT 


tda nana LET SEETETEREIAIo: CRC ana 


Post Code... 








€ Iwould like to order the following issues: 


Please tick the box next to the issue numbers that you want: 
3 US US 0110 0116 017 018 019 0120 1121 022 [3:23 iza 


Number of issues ordered 


Less discount if applicable 


Total cost £ 
Lenclose a Cheque or Postal Order for the TOTAL 


DO NOT pay in cash — cheques or postal order onhky please, made 
payable to CRASH MICRO. Please don't include any mail order 
requests with general post for editorial, competition entries etcasit 
will almost certainly cause delays. Include your phone number, if 
possible so Aggie can sort out problems quickly. Send orders to the 
address below. Thank you. End of Public Service announcement.... 


BACK NUMBERS 
CRASH MAGAZINE, PO BOX 10, LUDLOW 
SHROPSHIRE SY8 1DB 








| confuses, or detracts due to the Structurally gs little has 
| FE | object sEpenrng 10 change on | changed from the Games Work- 
- etting closer, The trees in the shop version. There are no mid 


orests often appear not to | compass directions such as SW, 





















































Producer: Firebird and slaying every orc that ever | change perspective as you app- | NE and so in order to travel SE 
Price: £7.95 walked the lands? (but be war- | roach. One reason for this, par- | one must first move east then 
rc ned, some orcs are as solid as | adoxically, is the greater speed, south. This is a touch awkward 


Language: machine code | animated tree trunks and will | but more fundamentally, the when compared to Midnight 
Author: Alan Davis leave vou a tired and hopeless | design afthe trees themselves is | which allowed eight directions, | 
prisoner). at fault. Midnight got around | but Hunestone scores with its 
The graphics on this later | this problem by ensuring that | full sentence input, the ability 
version are superior but this is | the front trees were sutficiently | not only to approach fortified 
not to say that they are necess- | bushy to obscure most of the | towers, pavilions and cave- 
Now here's a curlosity. Aune- | arily more effective. Comparing | trees behind. Overall screen dwellings but to enter them, and 
stone was Smashed in June and | the two versions, new and old, | | presentation has been improved | the thrill of guiding the dragon- | 
“here it is again to remind you all | found the first version, reviewed | witha picture ofoneofthethree | ships about the takes and water-| 
of what a great program it is. | in June, easier to follow. The | main characters in the top right | ways. One character s cruising 
Games Workshop were the ins- | added shading and detail on the | and the text background is a | can be observed by another on 
tigators of the game then, but | lakes, camps and ships either | mercifully darker shade. the shore which | think is one of 
now Firebird have taken up the 
“challenge and delivered a slight- | . 
ly changed version. The chief 
differênçes are an increase in 
speed, brought about by mach- 
ine coding all the routines, and a 
| sprucing up of presentation. 
Runestone is basically a cross 
between the landscaping of 
| Midnight and the text input of 
The Hobbit. It combines real- 
time action, a full text inter- 
nreter, multiple command input, 
dozens of independent charac- 
ters and thousands of views 
from a great number of loca- 
tions. You control three heroes 
in their main quest to crush 
Kordomir the Dark One, hope- 
fully retrieving the long lost | 
Runestone of Zaphir in the pro- | 
cess. But in this we meet one of 
the many strengths ofthe game, 
namely its flexibilty, and the 
truth is you can do whaiscever 
vou like-in the Lands of Belorm 
and the Northern Wastes. Hina | 
vindictive mood, how about 
leaving all the quests to heroes 
and spend some time tracking 


| the most remarkable features of 
| the game. 

The story that accompanies 
the program is believable and 
coherent. Long ago, before the 
coming of the Dark One named | 
Kordomir, the land of Belorn 
flourished. They were a proud 
and simple folk but by the time 
Firebird arrived they had be- 
came a more wise and learned 
bunch. This was in the great age 
of the wizards who dealt in the 
mysteries beyond the ken of 
common man, and the elves, 
e rs : who wandered deep into the 
23112. 4- od Vaatm F Or | forests. To the north lay the 

| inhospitable wastes where few 
Betorn folk had ventured and 
none suspected the great threat 
imposed by the orcs, trolls and 
demonic types from that distant | 
quarter, 

When the fleets of dragon- 
ships descended upon the gen- 
tlefolk to the south, the lands 





a casual inter 
nearbBY . 


carrayino nothi 
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were overrun. Wizards were = 





slain, the elves moved on, and 


| ancient treasures were carried 


— 





| off north by the orcs. Over the 
| generations the raids continued 


and the populations of Belorn | 
dwindled. The ultimate victory 
of Kordomir seemed inevitable. 
ret from this state of despair 
began the epic quest of Grey-| 
marel the Wizard, Morval the | 
Warrior and Eliador the Elf who 
ventured north to the wastes in a 
final attempt to destroy the Dark | 
One. | 

There's no doubting the first | 


assailants to be met from the | 


evil forces from the north. The | 


ores are brutish bulles who | 
bring off quick raids on the | 
south, then dart back to the| 
safety of a fortified tower in the ! 
north. Working out how best to | 
deal with this early threat will be | 


your first major tactical prob- 
lem. Trying to fathom which 


character is useful in any given | 


situation will provide many 
more. Avoiding the orcs may 
seem the best policy but in so 
doing you forfeit the chance of 
finding rich treasure chests and | 
objects of great veneration. 


You may find the constant | 


ad E. 
Ria. 2» 


E ! 
[6 ç| , E | 
E ar =! 
E [ea " 


Producer: Silversoft 


| Price: [7.95 


Language: Quill, 
llustrator and Patch 
Author: Fergus McNeill 


When does a cult become a 
bandwaggon? The cult was 
Bored of the Rings and when 
everyone was aboard it rolled its 


way up the charts as a band: | 


Time Passes” which greets any | sa 


pause in the action an annov- | 
ance at first, but after a short. 
while vou will begin to realise | 
“the significance of this — every 


beat of the clock brings the 


| marauding orcs closer, so much 
so, that when you return to con- 


tinue with a character you may 
well find him ensconsed within 
an orc-infested tower. Getting 
out of a well-guarded tower is 
anything but easy. Because of 
this real-time element the inst- 


ructions wisely rule that a player | 


should not cdwell too long with 
the one character but constantly 
update the movements of each 
one. 

Runestone was CRASH Sma- 
shed in June and it remains a 
very g00d program. lts chief 
deficiency then was its slow 


speed and this has been correc- | 


ted by removing the slow BASIC 


routines. When you take a very | 


good program and improve onit | 


you get something that is well 
worth buying. 


—— ; |] ki a 

] n;l F, E mad E, 
|] "IR 4 INR 

I Lo LENY , [40 l as 


' 


Difficulty: easy to play, not so 

easy to complete 

Graphics: improved perspective 
raphics 

input facility: allows full 

sentences and speech 

Response: fast — a vast 


| improvement on first version 
Special features: interactive 


characters 
General rating: excellent 


Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall 
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Hobin was 


tl 
expected am 


Eli Sm RA A 
Paths 


waggon. The thing is now, does 
the bandwaggon roll on with 
Hobin of Sherlock or does it hit 
the rut of consumer resistance? 
Only time will tell, but have a 
read of this to see what Delta 4 
have come up with this time. 
Hored of the Rings plagiarised 


| Tolkien much more than the 


Harvard Lampoon book of the 
same name, so it would be 
reasonable to assume that much 
of its success was due to the 
instant familiarity this associa- 
tion provided, Robin of Sherlock 
(surprise, surprise) borrows 
much from Robin of Sherwood 
by Adventure International, and 


| Sherlock, the awe-inspiring pro- 


| the Strength of being a followup | 


ram devised by Melboume 
ouse. Hence the familiarity 


factor won't be as great, and this | 


program will have to make it on 


[to a highly successful chart 
| game. 


Your quest is set into three 
parts. You can move freely from 


5 fed south, 


one part of the adventure to 


| another alon qd anything you 


happen to be carrving. The 
program accepts long-winded 
entries such as LEAN OVER AND 
KISS MARION or the speedier 
KISS MARION (in other words 
the program only looks for the 
second example which makes 


you wonder what all this com- | 
plex sentence input lark is all 


about). Dialogue with characters 


in the game begins with TALK 
TO followed by TELL ME ABOUT 
YOUR ALIBI ete. (this phrase is 
borrowed from Sherlock in case 
vou hadnt twigged). A very 
useful feature is the RAM SAVE 
and RAM LOAD which saves 
Your current status in memory 
and returns you to the position 
da up É GRAPHICS ON and 
OFF completes the competent 
and impressive range of facili 
ties on the program. [OK these 


are Patch features but they are 


still impressive), 


dia ui the 
you'd expect. 


around a forest which in places 
looks remarkably similar to the 
one in Robin of Sherwood. 
Much amusement must be der- 


ived from the stock sounds of | 


trains passing and phones ring- 
ing its for you hoo!) as some of 
the humour is threadbare or 
esoteric (was that a joke or 
wasmtit... |) Iadmit there is 


“ alddço is much as | 
he first game of | 
the three has you wondering | 





about cracking in jokes among a 
select gathering of like-minded 


friends but a commercial pro- 


gram must surely have a broad- 
gr appeal. This is not to decry the 
effort expended in composing 
those jokes in the games which 
are genuinely amusing, as there 
are many such examples, 
Humorous games are notor- 
rousty difficult to review, There's 
the problem of deciding just 
how universally funny the jokes 
are. Also, how much does the 
humour cover deficiencies in 
programming technique. What 
can be said of Robin of Sherlock 
15 that it will appeal to that age 








1m Sherwood Forest. 
the whole, be 


ea, | 


SAE A SA A 


group which can play adven- 
tures and comprehend zany 
humour. Judging by the success 
of Bored of the Rings there are 
many who both enjoy adven 
tures and seek this kind 
amusement. 


of 


something inherently satisfying 
| 


COMMENTS À 





Difficulty:; about as difficultto 
etinto as a Marillion LP 
sraphics: nice 

Presentation: we!l turned out 

Input facility: a little beyond 

verb/noun 

Response: fast 

General Rating: | couldn't find 

John Cleese on ny ballot paper | 


Atmosphere 
Vocabulary 

Logic 

Addictive Quality 
Overall 
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KNOCKING 
THE SYSTEM 
ONITS HEAD 


Dear Derek | 
After many hours of phoning, 
breaking codes, pride 
messages and pacto inany 
completed System 1500 on the 
of October. Here are some 
useful phone numbers and 
codes needed to complete the 


ame: 

T Perry & Co. — Tel 493 5429, 
Codes are VIN 15 and INFRA. 
Message board — Tel. 746 4460. 
No code needed, 

rve Manhattan Bank — Te/. 


07011212) 9765757. The code is 


MIBR. in BE fifa Polptechnie 
mt will say RVI7, ignoreit, itis an 
oldcode. 
A R Routledge & Co, — Teí. 930 
7269. The code is CCYRPASS, 
Big Apple — Tel. 070 — 1/2712) 
976 5858. The code is PIP537 
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Vinchetta (UK) — Tel. 952 7001. 
The code is EZRA. The first time 
you ring disconneci and ring 


again. o 
ills Dyson & Co. — Tel, 723 
2255. The code is 6729. 


RBoon Ltd — Tel 348 1408. The 
code is 7Ydy. 
Seastar Travel Ltd, — Tel. 353 
2 104. No code needed. 
Elwood Brother — Taj. 
0710-1/212)976 6868. The magic 
word is EBVTEST 
Satatel — Tel. 2222196. The 
COB ISSA 
Cilisy— Tel. 3634017. The code 
15 673281. - 
Craig Communications — Te/, 
83/ 1099, The code is CRC3. 
There is a second code for 
Kingstoven Poly: it is CL332. 
H you just want to complete the 
jame then do the following. 
ing up the Res Man Bank and 
type in M8R when asked for the 
code. When it asks for the code 
for the service required type in 
TFTB24. It will then ask for the 
account to transfer it from, type 
in Vinchetta. Then when asked 
for the account to transfer it to 
pe in Comdata. Their bank is 
Vidiminster. The amount to 
transfer is £1,500,000. Finally it 
will ask for another code. Type 
in 2175. kt will now confirm the 
transfer and the game willbe 
finished. 
Gerald Preston, Garstang, 
Lanes. 


DON'T CALLUS... 


Dear Derek, 
My brother and |, after buying 
The Quill in August B4, decided 
to experiment with it and write 
an adventure, 
“About two months passed 
and eventually we succeeded in 
ucing an adventure, 
Hhough of low quality, we 
were pleased with and with 
gi ms diga sentava 
During the space of about 
nine months from then on we 
became accustomed to The 
Quil"'s facilities and its functions 
until finally we produced a really 
go text adventure for the 48K 
pectrum. Filled with ambition 
we sent the game to CCS and 
Giboft. | 
About a month passed, filled 
with anxiety, until we received a 
eras S. AM 
saving the story was good they 
pm d here is no future for text 
adventures anymore. 
“The story is good but 
graphics are essential now in 


adventure games and regret 
that we therefore will not be 
able to accept it for 
publication.” they wrote. 

Our only hope left was Gilsoft. 
About two months passed, so | 
decided to phone them and ask 
for their evaluation, Although 
the evaluation was not 
the person talking to me asked if 
itwas a text or psd 
adventure. IH told him it was text 
and then he explained they 
e li accept “ Pegada now 
only accept grap ventures 
il! Pp is no market for text 
adventures. 

H this attitude is to be taken 
by publishers, why do they try 
to encourage young He to 
write games? Also why do 
Gilsoft produce The Quil! and 
The Illustrator separately? As 
they know no-one will Gig 1 
text-only adventures, why don't 
they combine The Quill and The 
ilustrator together as one 
poeragia — or are they only out 
to make money and not help the 
novice programmer? 

Iwarn your A bgrammers 
that if they are thinking of 
getting The Quil!, they'd better 
be prepared to purchase The 
Hlustrator also, otherwise Tho 
Quillis useless and you will only 
be able to e pe me to 
buc firms if at all. 

Alan Rowland, Penllergaer, 
pt ipa : 
| quite agree with the point 

u make about The Quill 

ing sold separately to The 
Illustrator. Since both are 
necessary, when you add up 
the cost of the two it comes 
to a pretty sum. 


CHEAP THRILL 


Dear Derek, 
Many moons ago there was a 
qeuco Dungeons & Dragons 


natic who bought a Z 


sé frfsdpul thinking he might be 
able to play computerized D&D. 
Years passed since that time 
and his hope of finding a true 
D&D style adventure on the 
computer had almost vanished. 
E ceras his seemingly 

pless quest was completed 
when he bought Mastertronic's 
Journey's End which contains 
many features of D&D 
adventures, including hiring a 
party of men, finding treasure, 
gambling, using spells, 
graphical battles, hunting for 
Nos dO, magic items, gaining 
experience, traps, puzzles etc. 

e amazing thing is it was 

onky £1.99, a 
program, totally graphic 
adventure. Thank you 
Mastertronic, it was well worth 
da for. 
Peter Croft, veado as 
Where has this D&D fanatic 
been? How could he have 
missed Mizar's excellent Out 
of the Shadows? Will he 
discover Swords and Sorcery 
or will his journey nevor end? 


Pg 


thatforathree 


THE SHADOWS 
LENGTHEN 


And now for some more of 
that brilliant letter on 
Sorderon's Shadow from the 
in d team of Gary Bishop 
& Peter White of Exeter. Fi've 
got some of the spellings of 
the place names ate. wrong 
then just think of this as a 
kind of bonus — a sort of 


Return to village of Balinor. 
Offer bow to Karoba. Go to the 
church of Balinor, Karoba will 
follow you. Enter church and 
summon Aravor. Note message 
and leave. Look around for 
Karoba as he will have 
wandered off. 

Go northwest with Aravor 
and Karoba. Offer phial to 
Morkoth in his hut at the 
northwest of the map. Take 
incense of awakening. Go east 
to Phiuns of Cuaral. Enter tunnel 
and find dragon, Tumbar. SAY 
TO TUMEBAR, 'EAST', EAST, 
“EAST. Repeat this, directi 
Tumbar to the most northerl 
Tomb in Cuaral. (When talking 
to characters + ig dragon, 
use SAY TO TUMBAR 
WELCOME”, as they invariably 
do not obey the first command, 
and then enter EAST", or 
whatever command is required 
without using SAY TO as now 
every command in quotes refers 
to the last character spoken to). 
Tumbar will break open the 
tomb. Enter tomb and use 
incense. SAY TO KERAL 
"LEAVE", 'LEAVE' and repeat 
until he leaves. Leave yourself 
and find Karoba as he will have 
wandered off. Return with him 
to Keral. When Keral sees 
Karoba he will take you to 
Plavor's castle, Take note of 
what Plavorsays. 

Go to the Krokleaf pastures. 
Find the krok fruit at one of the 
lakes by a laver pool. Go 
through the time arch to the 
north. This will take you to 
Samus's lair at the cave warrens 
of Triton. Offer fruit to Samus. 
He takes you to the mountains 
of Mom. Take Axe of Shadows. 
Return to the cave warrens of 
Triton. Stand outside one of the 
caves, looking south to the 
cave, and if you have the eye of 
Togar you will see the word 
Pareital written above the cave. 
Enter cave. Enter Pareital. A 
tunnel will open. Tunnel south 
and take the Amulet of 
Protection. 

Go through the time arch 
again to return to the Krokleaf 
pastures. Go westto the 
mountains of Umbro. Stand 
looking north to the impassable 
mountain, above the clearing 
going north through the forest 
of Umbra. Exam axe. Enter 
Bissal. A tunnel will open. Go 
north take key of Sakai, You 
may have to things to take 
the key. Make sure you always 
pb the eye of Togar and Prism 
f Nolidor. Return to Plavor's 
castle. Give him a Amulet of 
Protection. 


' 
b 
4 
| 
|| 





FOURTH 
PROTOCOL 


Dear Derek, | 
Here are some thi 
tor Part Two (proba 
ofthe Fourth 
Bomb. 


s of interest 
rthe best) 
rotoco! — The 


a) get your wallet from your 
ra by using the key in your 


pocket 
bj in the security, look under 
surname Preston in the filing 
TRA re 
c portab com ris 
on the same floor as your office. 
Files available are LIFT, POEM, 
CODE, BARBICAN, BLODWYN, 
TREASURY, TRAVEL, WASHER, 
FASLANE, MONEY, 
AUTHORISATION, EXPENSES, 
SEARCH, HELP (use HELP just to 
see what it does — vou may 
regret it!) 
d) o code for dia HH is ASPEN 
e) once out of the building head 
east then down into Euston 
Tube Station. Remember to buy 
tickets before going through the 
barriers! | | 
fLenanige at Victoria for Victoria 


Ichange at South Kensing ae 

r Heathrow and Boston 
h) get off at Great Portland 
Street (Circle Line) to find 
university colh . where you 
may find some of 
interest. (You can áraniiato the 
words that Pasternak muttered 
in Part 1). 
i) get off at Westminster (Circle) 
and head east across the bridge 
to find Sentinel House. On the 
first floor is your new office. Lift 
Code is 42431282. Second floor 
houses the special projects 
room (take geiger counter and 
the briefcase — can visit a 
shop in Boston Manorto get the 
br se fixed and then you can 
bug someone). 
ilask the rammer to run à 
search called Freighter and go 
pd the pe room for the 


k) PE Phone the two numbers 
(02726514 and 0255502) from 
the communication centre and 
then get a train from 
Paddington to Bristol to 
investigate (cost is £ 19). 
|) get a bus to the docks [from 
Platform 1) and question the 
skipper of the Mistral. 
m) on the way out show your ID 
to the guard who will give you 
some information and he will 
phone the police. 
n) retum to London and go to 
your new office and read the 
report. 
o) goto the basement and take a 
Magnum then phone number 
on report (427010) and do as 
instructed. 
p) if you need any more money 
go to the top floor of Sentinel 
ouse and talk to C's secretary 
who will give you a note that 
you can take to the treasury to 






et £200. 
é obg note you found on the 
a will give you a lead 

so el the Tower of London and 
show your ID this should 
eliminate another 2 terrorists (if 
you've a gun), 
rj you can ask the programmer 
to do another search 
(INCIDENT) and phone their 
numbers ( 78 & 0412026) 
s) travel to Dover from Victoria 
and wait in the station forecourt 
for police car to arrive. 
t| next try for a train to Faslane 
q 


On my copy tinto le no tar 881 
can get! al Liverpool! St. 
Railway Station has a ticket 
office but the wrong icon 
indo (a phone!). Is this a 


bu 
o travelling westinthe . 
Barbican causes the program to 
crash — has anyone else got this 
roblem? 


And, has anyone managed to 

use the É o “and receiver? 
(Tip for Part Three — 

Ware mé name is TIPTREE. 
Remember to kill ALL agents 

first). Hope you find these of 
help and pass then onto your 
readers. 
Mark Wihatling. London E1BC 


prize for best letter for a few 
months it has, nonetheless, 
been awarded quietiy on the 
side. This month's prize goes 
to Mark V'hatling. oi his tips 
on Fourth Protocol. 





Here "s this month “sselection 
of problems which have you 
stumped in SIGNSTUM! 


lan Harrison from É 
writes “lam havi 
Maria Contract by At 
Where do you find a drink? How 
do | get it? | keep passing out 
before | can find it Ithink it is in 
sealed crates in the warehouse 
but | pass out after | get the. 
toolbox. Please can you help 
me”. 


Fou obtain a drink in 
DIJOBUPXO. Vou must 
ESJOL NFUIT. 

saving you when is 5% 
methano! which is bad news! 


lan also asks in a second 
letter on the same In 
Mafia Contract how ou buy 
the nho shop? Do and the gun 
from the Do | need to get 
it before or after | see Don 
val getting killed 
straight after has told meto 
go ani kilithe Knife.” 


You can get the gun and 
bullat proof vest at any time. 
Go to the shop. When man 
asks “Who is your boss?" 
SFMP. The 


Steven Chown of East Sussex 
asks “How do you 
off the disrep 

Bored ofthe Rings?” 


Fou insert the CBUUFSZ into 
the WFDEJOH machine pi 
a prá 


“A would be very greatful if 
could roliave tha stration liam 
having with Adventure 
International's excellent 
Touçhstones of Rhiannon"”” 
writes R Hillard of North 
ii dn “Where is the 
tournament? Is it in the 
castle! Hritis, how do | hitch a lift 
to get back into the castle?” 


The tournamem pt is in 
| «HP 






OPUUJOHIBN once 
everything else is done. Às 
far as Fm avrare you cannot 
hitch a lift. 


Chivin Tse from Botley, Oxon 
is having trouble with a 
couple of Adventura 
International games and 
writes “In The Hulk, please 
could you tell me where | can 
find the wax and also how can | 
pass the Chief Examiner to go 
marque the door? 
pd how can | get 
he go e aquarium (ve 
lj a 
and where are Dr Octopus and 
Electro?” 


The wax is in a EPNF which 
look identical to the one you 
initially leave. gd 
ein 





wBy 
Derek, have you any idea how to 
get out of the cell in the Hera 5 
of Karn. 's driving me crazy” 


t fres h a 
se ea va 
Ee oa fr idalios [sa 


Geoffrey Mole of Lancaster 

ess o “Do ou know de ga toget | 
thin red line?”. OF 

repódhica irsedito s on about Level 

9“'s Red Moon. 


Because of the electrified 


Phil McHugh of Cheetham, 
Manchester is finding his 
errado for the Jewels of 


ENCRYPTION CORNER 


















IBRGNSTER: RB COEFGHIIKLM 
 ORENSTER: NOPQRSTUVWNTZ | 


S Longstafl of Crewe asks of 
Gremlins 


the ever popular 
Pl o ft ii 
gremiins in hai horn dão Lot 
rid of the terrible fiends? How 
do | blow up the cinema and 
how do | kill the gremfiin in the 
mail box?" | 
Degrees master 
| ita - usithê 
mind prossino tha 


DEBNFSB 
EVUUPO. the 
fiand's rush off. | our other 





O pede a ia 


off. creluçicas 
rn ane this will keep 


who À RUE pa 7 é bio 





Daniel Talbot from Kinver, W 
Midlands writes “Tam new to 
world of adventure, lhave 3 
E and hope that you can 


1) In Delta d's Bored ofthe Rings 
how do | travel through the old 
Forest without being ie by 
the willow tree or how to 


escape the tree? 

2| In rio the Viking how do | 

avoid being killed by the trolls” 

3) Im Mikro Gen' sWitch's 
autoron, how do | E 

through the south door in the 

room with the Strada Pi on 

the wall?” 


To esc the willow tree 
TIE VU TEMU. I know of no 
Trolis in Eric and the Viking 
and | can't work out where 
you are in Witch's Cauldron, 
more details would help. 





It's easuto speak Brewsten! 
ENGLISH: ZABCDEFOHIIKL | 


am a came nen aae nano 
ENGLISH : MNOPQRSTUVINXY 


















PER: HER Ao 
ici RS = col 
PE a IL si À ia É 


4) 


1 
a 


art, rt e raid a 

| sado z o ER 

| E ni j E 

locked Lisa 
Riso ppa!) Pr 

24 A = ; 

E H E! É 


door in the pirates cave. To 
a SOU ATER 
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doce 
ART STUDIO 


= 


2 ee ei ni e E SS e a q q e pe io pi q e e a pm 


ATLAST A SPECTRUM GRAPHICS PACKAGE THAT IS FUN AND EASY TO USE. 

THE OCP ART STUDIO CONTAINS EVERY FEATURE YOU WiLL NEED TO CREATE 

BEAUTIFUL ILLUSTRATIONS. |T WORKS WITH THE AMX MOUSE FOR EVEN GREATER 

EASE AND OUR HARD COPY OFFER MEANS YOU CAN HANG YOUR MASTERPIECE ON THE WALL E 
DO IT ALL - CREATE AN IMAGE. SHRINK IT, EXPAND IT, MOVE IT; ROTATE, COPY IT COLOUR IT. SPRAY ON A PATTERN OR SHADE. MAKI 


ELASTIC LINES, TRIANGLES, RECTANGLES, CIRCLES - STRETCH AND MANIPULATE. ADD TEXT OR CHARACTERS, UP. DOWN, SIDEWA YS - ANY 
SIZE OR PROPORTION. ZOOM IN TO DRAW IN FINE DETAIL. SHRINK THE WHOLE PICTURE TO ADD BACKGROUND. 


Cuili dniipa PRA ' 
UA CROINT HETILIS 


1/ 
F 


do | CrIvaM 
Hvr partial dA fa ml 
REYODAIO, JOVSICK, Mouse control 


Ex 


id | mm E 2 a, | er É 
LM matrix prnter-dumps, 5 size! 


An extremely powertull utility which should be of use to 


sizes 

and grey scale-ypto 80 columns. professional artists and designers as well as the home user" 

Supports ++ ponter interaces. 
16 penis, 8 sprays and 16 brushes 
32 user-regetnadie texture lis, 
“ Yrdo facility. 
* Pixel edil 
m, entarge, reduce 
, k lnvels nan and 700m 


ipa CT) cdi rms PTE 
FILES, É UHE ES, DOMO, 


srmimto gudçta a 1 vm Ê mk. L 
"DAL BONO WIN Inver, roate flip 


PorSpiiiro Fra mpi 
rh ALA E Mott Wi] HSV 


= Tr ER a ditaTafalio rrstem = 
CASIO INE dirMangla. reciangto. 


mph À Rs cinta mdf 
AJ Lodo II] [AN Bin DI | Elos Ly Ti | 


Asemre mbda kd pa im ; 
Uporade citei Nouse ofter, 


E AR 


MAKE CHEQUES OR P.O. PAYABLE TO RAINBIRD SOFTWARE 
=. BARCLAYCARD AND ACCESS OARDERS TEL: 01-240-B837 (24 HOURS) 


Ma 
EA 
| | 


| 

DD a ficaio MA e Er et es 
| F. “| | eo divietaa ad DQrrak Tnlam a ã T pr 

E AA tl) e: DIVISA! Hot BTHIST | VI LoMmINUMIiGaLors HE, 





oe O 





|] dic 
| : pr À 
)! , a Es 
me, mm E 
: 
pe A 


P & Inthe vastness of space lies the heart of an Intergalectic l 
É Criminal Network. TALOS and at its head the evil CFRUST.GROSS, | | 


“a ai * aii 
| PP; Bs A last diteh attempt by the Free Worlds to rid the Universe of this | 
se o segminghy unstoppable lis has called on the services of the 
NEMISIS ORGANISATION, o hardened codre of humanoid and robitic free booters 
who have assigned NOMAD [Memisis Organisation Mobile Attack Drowd) to penetrote GROSS's 
heavily armed homeworid and destroy this vile despot once and for all. 
Four mission must SUCCEED, You are the NOMAD controller. 


a 
is, ias e cal 
ii 


| 
House - 6 Central Street - Manchester . M2 5NS. Telephone 061-832 6633 - Telex 669977] 


4a 1 aepenro ha E ANSA HO CATE MAONNIPORTN 145%5 Rumbetows Erpora Seuetea irá 
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THE GAME 
OF A LIFETI 


| k 1 gi gm Jr F E ” - 
Available for Commodore 64, Spec 




















1 7) WAY OF THE EXPLODING FIST Melbourne House 
2 [—) ELITE Firebird 

3/ 6) MATCH DAY Ocean 

4( 3) FAIRLIGHT The Edge 

5 ( 2) HYPERSPORTS Imagine 

6 / 8) STARQUAKE Bubble Bus 

7 (—) BACK TO SKOOL Microsphere 

8 / 5) HIGHWAY ENCOUNTER Vortex 

9/ 6) NIGHTSHADE Ultimate 

10 (28) LORDS OF MIDNIGHT Beyond 


12/ 7) SPY HUNTER US Gold 
14 /—) GYROSCOPE Melbourne House 


16 (73) DUN DARACH Gargoyle Games 


















18 (12) SHADOWFIRE Beyond 


20 (17) MARSPORT Gargoyle Games 


ooo TE —>—— 





21) MONTY MOLE Gremilin Graphics 

22 (20) KNIGHTLORE Ultimate 

23 (18) DALEY THOMPSON'S SUPERTEST Ocean 
24 (16) ALIEN 8 Ultimate 

25 [--—) WORLD SERIES BASKETBALL Imagine 

26 |—) ROBIN O' THE WOOD Odin 

27 (24) SKOOLDAZE Mic rosphera 

28 -—) COMMANDO Elite 

29 [23] STARION Melbourne House 

30 /(25) MATCHPOINT Psion 






unas rd € oh ii 8 ot softy otgnhdo += 
so | obirt, Runnei o se iris am Hats on areia co 
1 Of Norwich ad of Gosforth, Simon Walters of 
+ and la Eid no. Eid + Kennet of EM, nem 









































1/12) RETURN TO EDEN Level 9 
CRE. : 2 /-—) BORED OF THE RINGS Silversoft 
O 3/ 4) FOURTH PROTOCOL Hutchinson 

| 4 | 5) DOOMDARK'S REVENGE Beyond 

5( 1) MARSPORT Gargoyle Games 

6/23) EMERALD ISLE Level 9 

7[ 2) REDMOON 

8 [—) TERRORMOLINOS Melbourne House 
9 (26) SNOWBAÉL Level 9 
10 / 7) LORDS OF TIME Level 9 





12/15) SPIDERMAN Adventure International 
14/13) DRAGONTORC Hewson Consultants 
16 /—) FRANKIE GOES TO HOLLYWOOD Ocean 
18/14) HAMPSTEAD Melbourne House 


(—) ROBIN OF SHERWOOD Adventure International 








21/17) TIRNA NOG Gargoyle Games 

22 (16) SHERLOCK Melbourne House 

23 (22) THE HOBBIT Melbourne House 

24 (30) THE HULK Adventure International 

25 |-—) TWIN KNIGDOM VALLEY Bugbyte 

26 / 6) KENTILLA Micromega | 

27 (28) VALHALLA Legend 

28 (24) AVALON Hewson Consultants 

29 (19) URBAN UPSTART Richard Shepherd 
30 Ee ADRIAN MOLE Level E/Monate Funhenino 


Ao. "o 






up isa o aro as follows sis id arsk all E ças 
Ez É: Scotland, D Rothwell of Washington, no and Pablo a 

Lawson, of Southend-on-Sea and, dE curdo, Ra aymond E 4 
(o Mailsfrombalstead Essex, Set ARAÇE [ERRA Seo SS a] SSIS 
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= VIDEO VAULT INTERNATIONAL = 
10% REPAIR SERVICE EYQAS 


| | TOUR | | - | 
ENO e miitnarouno ) SPECTRUMS REPAIRED for only £ 19.95 MM 
THE UK. GA | indudingPARTS- INSURANCE andP & P. 


NO do IDDEN We don't give you a between price and let you guess 
Eh) the bill, we glve you à 100% fixed price NO extras. We 
EXTR AS dont need to boast about our service, we have 
41000's of customers from all over the world hilghi 
delighted with our service and help. Only 

minutes from Manchester Centre. BBC, Commodore 64, Vic 20, also repaired 
Call us fôr detalis. 

Don't wait weeks for your repair. we turn around all computers In Z4 hrs. All 
repairs carry a full3 month guarantee, plus on every Spectrum we repair, we 
send you a free game worth E5.95 for your enloyment and pleasure. 

































+ White you waltservice by Professional * MostSpectrums repalred within ds minutes. 
Computer Engineers, AliMicrOs Insured for returm journey 
* Smonth written quarantes oral repairs. KevEmard faults onhy EB.95 





computers from all over the mori. Free sofiwaro with each Spectrum repaired 
FUI Computers sené by Mail Order turned Over E years experience working with 


» 


de 
; Ih à 
* International Repair Company. Werepair * Schoolrepairsundertaken - discount available. 
A] 
a] 






| LR | aroundin 24hrs. Computers, Al computers fully tested. 

Just parcelvour computer In sultable wrapping enclósing E19.95.for Spectrum repairs, please do not send power 
HOW TO SEND supplles. Commodore computers, Just send É1.75 [U.K. Elre, LOM. Cijor EG. 50 Eu rope/Scandinavial with your 
address or phone number and we will contact you same day by phone or letter with quote, Ifyou prefer. please 
YOU po! COM PUTER Call e bis da will give YOU a quote over the phone, we aim to please. That's what made us the most reliable / 

rvice B, 


BEST PRICES! 
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BEST SERVICE 


COMMODORE 64 WE ONLY USE SINCLAIR 
* NOW REPAIRED * spARES. FITTED BY OU 




































































































LIFIED STAFF! 

Call us for details or purchase | RR dasl rr 
the |.C's from our D.I.Y. section. | (SS | Whynot 
| LOGICAL à TER pobs Uparade Your 
NOBODY Seje Neo ca Pew kevpoara, 
isaltes QUICKE De ve grade your 
YOU CAN'T REFUSE HE BUSINESS AT PRICES api e Tron nO à foi 
16kKtodskUporade | 5 THAT CANNOT BE for only £31.50 «1! evboara 

uporade your 16k spectrum ONES ST a a o 1º BEATEN o im 








| T. 
E19.95 fitted including V.A.T.and Fe 
iii Limited offers wnile stocks Last | 


es H Normal reta - : 
pp : Price E39.95 without fitting k 
Makes a great ChrisuUMidas LIT 





































| upgrade Kit, bi hi 
= Toorder be eg teen spectrum Parts Commodore 64 Chips 
o Pi | UI) ZHOA CRU “300 6526 — o 
a co Tl ar DB j Y aaa 0.95 5510 23.00 
EMT | AB50 0.60 BSB 23.00 
= mers são É a | Service Manuals 20.00 22703 25.00 
wie proud fics bo wish il QuE CUSAS | ULA ECO 9.50 01226-017 23.00 
Pp Ss. tand presentavel ao ator STE dA SO DELDA 
+= Das and a Happy New fear. Transistor ZTX 212 0.30 YH225-01 23.00 
Christmas afim Transistor 27X 343 0.50 6509 23.00 






















= - ms ia date we cannot q Keyboard Membrane 3.00 54 Ram 3.00 
VIDEOVAULT LTD veili shorty | Show all the components Reyboard Tempate 300 PowerSupplyUnits. 29,00 
Spering their Nes Branch in available. Just give us a Keyboard lat 500 | Allprices + PRP E1SO TRADE [A 
Manenester City Centre for Call and we can quote you | Pomersupolyunits 795 Sutinclude Var ORDERS 
while vou wait computer repairs, | | over the phone delivery | Festifach) 0.25 RAIA AA 






by return. 





| WELCOME 
watch this space For detalls Of pe 
Srecial opening fieis 


+ YO 


WEEK Telephone: Glossop (STD 04574) 66555/67761 
| 140 High St. West, Glossop, Derbyshire, Englands 


VIDEOVAULT HEALTH WARNING!!! 
sending your computer to any other Repair Centre can serioushy Damage lts Health 
























FIRST, A LITTLE HISTORY 


Back in early 1984, MicroSource 
was conceived as an idea. ltwas 
ofi er to be a ROM based 
IC compiler and assembler 
package. |t soon became appar- 
ent though, with the prices of 
ROM chips as they were, thatthe 
BASIC compiler would either 
have to be quite limited or exp- 
ensive to produce, The next idea 
was to offer a Forth compiler 
and an assembler. That was 
possible because of the compact 
pre of Forth code. lt was final- 
teias designed and tested but then 
URRAH went into ligquidatton. 
MicroSource was not forgotten, 
however, and the rights to the 
ackage were bought by 
“tronics in mid 1984. Then ft 
was forgotten. Now, more than 
a year after it was finally com- 
sita Quadhouse Computers 
ave negotiated the rights to 
distribute MicroSource, and at a 
| much lower price than was orig- 
| inally intended. 


THE PACKAGE 


The final MicroSource package 
is a plug-in ROM based module 
that gives you access to Forth, 
an Assembler and a 'Software 
Front Panel” debugging tool, 
The box itself is similar to the 
CURRAH MicroSpeech package, 





but smaller. lt is another “last in | 
the line add-on for the Spec | 
trum, 50 you will need a mother: | 
board of sorts ifyou wantto plug | 





TITECH 
[INICHE 
GOING FORTH 


in any other products that don't 
have a through connector. 

e MicroSource circuit holds 
two chips, a 4K masked ROM 
and a small ULA, The ROM is 
switched in whenever a newevar- 
iable is created, Because of this 
it 15 necessary to make sure that 
the Interface 1 variables are 
installed first if you have an 
Interface 1 attached — either 
cause an error or do a CAT of 
your microdrive, 


THE ASSEMBLER 


The assembler is a full Z80 
assembler that supports macros 
with local labels, conditional 
assembly, powerful pseudo- 
ops, various number bases and 
an expression evaluator that 
allows you to impor the cont- 
ents of pre-defined BASIC vari- 
ables into machine code. The 
assembler is invoked by a state- 
ment: 


LET assemble=0 


and the assembly routine then 
follows this statement as a list of 
REM ! lines eg: 


810 LET assemble=0 

820 REM ! org 32000 

830 REM !start Id a,2 

840 REM ! defm a$ 

850 REM ! ret 

860 — [basic 
continued) — 


The contents of the variable af 


program | 





Star 
83000 (F&18H) 


[ITECHUNICHEU 











opt. B+4+]6+32+464 
DrE 63000 
push af 
push hi 
Push 
push 
POR 
dec 
ld 
deo 
ld 
1040 F8Z1 Ei POP 
1050 F6Z2 TE | ld 
1080 F823 FE 6 Ep 
1070 F62h FA 2F F ip 
1080 FsZs FE 7B Ep 
1080 FERA FZ 2 JP 
tTIGO FS2D CB AE res 
1410 FS2F 29 | IH 
1120 F530 OB dec bo 
1130 F631 78 ld ab 
1140 Fa32 B1 Dr E 
1150 F634 Cê Zê PF dp nz, loop 
1160 FA36- E) pop hl 
1170 F837 Fi POD af 
1 ao B ca ret. 


penotio 
5, (hd) 
h1 


Total Errors 


F618 
FGIA 
FaZo 
FeSF 
F636 


Eth 
33 (0021H) 
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are imported onto the assembly 
routine during assembly and 


Occupy the bytes reserved by 
the DEFM pseudo op. 
Any labels used in the 


assembly routine are set up as 
BASIC variables and can be used 
directly in a BASIC program. So 
for the above routine, RANDOM- 


ISE USR start would call the | 


routine. 

The assembler outputs the 
machine code it produces either 
directly into memory, or to any 
opened channel if you have an 
Interface 1 fitted. Object code 
produced can be saved onto 
microdrive files or even sent 
over the network. For non micros 
drive owners the assembler will 





rint a 'map' of the object code | 


ocations, 50 that you can save it 
| to tape using the usual SAVE 
“name” CODE routine. 

As your source code is assem- 
bled, the assembly listing pro- 
duced can be output to screen, 
printer or again, to any opened 
channel. Listing 2 is an assembly 
listing of the routine contained 
in the demonstration program, 
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| THE FORTH 


The Forth is invoked from BASIC 
by the statement: 


LET forth=0 


after which the Forth system will 
execute or compile the follow- 


ing lines as Forth code. Like the | 


assembler, the Forth lines in a 
program start with a REM state- 
mernt: 


890 LET forth= 1 
900 REM 4º 2 DUP + 
32000 C! 


C 
910 REM 4º % newword 
100 10 DO |. LOOP : 
3920 REM + newword 
930 — (basic program 
continued) — 


For technical reasons, any Forth 
definitions are started with a % 
percent) sign instead of the 
usual : (colon). 

Forth definitions are compiled 
into a dictionary which can be 
saved to tape or microdrive and 





|] . 
à) guild 


later re-loaded and linked into 


| the dictionary, although only if 


loaded back into the original 
memory locations. 

The Forth language supported 
is a small subset of Forth '79, 
Most of the omissions cover 
virtual memory, double length 
number handling and most of 
the useful commands for creat- 
ing your own data and language 
structures, Some useful adeit- 
tons include the ability to pass 
variables between BASIC and 
Forth and the ability to pass 
parameters into, and then call, 
machine code routines. Listing 3 


| gives the full list of Forth words 
"Supported, Those marked with 


an asterisk differ from the 
standard in some way. 


DEBUG 


The debugging part of the pack- 
age is a software front panel' 
that allows you to step through 
machine code routines while 
displaving the contents of all, or 
some of the Z80 registers and a 


TECHONICHENTECHONICHENTECHONIT 


section of memory. Listing 4 
shows a screen dump of the 


| form panel, as it views the mach- 


ine code that was assembled 
from the demonstration próg- 
ram. Debug also allows you to. 
display memory contents as 

screens full of hex bytes or ASCI 
characters. There are à number 
of commands that allow you to 
selectively step through mach- | 
ine code routines, with the 
option of following, or not foll- 
owing, subroutine calls as you 
wish. 

For all the potential of Debug 
as a tool it is badly let down in 
two respects. tis very difficultto | 
follow a machine code routine 
that is simply displayed as hex 


| bytes. lfonhy the current instruc- 


tons were displayed as Z80 ass- | 
embly mnemonics it would be 


* Gasier to use. The other problem 


concerns print-outs. |use an old 
Kempston printer interface and 
when Debug tries to send the 
display output to my printer the 
entre system crashes! How- 
ever, | have been assured that 
Debug works perfectly with 





' 





Forth Vocabulary: 


RP (+) 7 0, 
EMIT CR BP + = 1+ 1- 





RR(*) 01 +! CO Cr» 


REFEAT APBORT(+) HERE 
FPORGET EMPTY LAST (4%) 
COPE(+A) TOR(*) 

Those words followed 


Some way, 


S920HOPNC 





CASOO Es 





BC=0000> 
DE=0000> 
HL=0000> 
1X=0000> 
IY=z5C3A> 


F3 





| FASB> 
10P=FB6BO> 
F568> 
F57OS 








FBOO> 
FBOB> 
F8B10> 
|PC=FB18> 
FEZ0> 
F62Z2B> 
FE30> 
FEIB> 
Fo40> 


ES 
E 1 
TB 
TB 
00 
OO 


lines 920 to 1180 of Listing 1. 


| printer, or the original Sinclair 
| printer, 


| THE DEMONSTRATION 
PROGRAM 


This simple demonstration has a 
main BASIC part that sets up a 
string of 3072 characters of 
mixed character codes. The 
program contains three “sub- 
routines”, one in BASIC, one in 
Forth and one in assembly lang- 
uage. These routines are func- 
tionally identical in that they will 
convert the string in Z5 so that 
all the lower case letters are 
changed to upper case ones. 
| Before any of the routines are 
| called, the Forth lines need to be 
compiled and the assembly 
code needs to be assembled. 
After that the teststring is setup 
and each routine is used to con- 
verta copy of the test string. The 


| The Forth vocabulary supported by MicraSource. 
SNAP DUP PDP DROP OVER ROT PICK(*) 
Ho(tx) Co(%) TYPE 
NEG MAX MIN ABS AND OR(%) XOR(+) RL(%) 
O< NOT »=c= 1 1º J >RR>RP(4) IF ELSE 
THEN DO LOOP +LOOP BEGIN UNTIL WHILE 


(| MOVE USELA) GET(*) PUT(*) 


| different to the Forth '79 standard in 


The sorgendump of a typical Debug Front Panel display — in this 
instance, displaying the machine code routine, again derived from 


| Interface 1 and any serial port | 








RS 
em 2/ 4 / MOD /MOD 


CONST VAR = <> 


De, 


ALLOT , CE, Hit) 
RF) O SBTACK(*) 







by (*) are 












OQ 
O 
O 
oO 


OO 
O 
OQ 
óio 










21 
Oo 
76 
Cs 
FE 
ar 
Ca 
O) 
éjo 


17 
DO 
1B 
E] 
81 
F6 
Ze 
OQ 
OO 














retrospective timings for the 


| routines are some indication of 


the speed advantage to be 


a program: 
BASIC 100 seconds 
Forth 30 seconds 
ME 0.05 seconds 


BUGS 

ht 15 unfortunate but there are 

some. Given the history of this 

RUA we are unlikely to see a 
ug free ROM being released. 


Apart from the error in Debug | 


which stops it printing out to a 
Kempston printer interface, 

ere seems to be no serious 
bug in the Assembler-Debug 
part of the package. The most 


“serious bug | have found isinthe 


Forth. Contrary to the Forth '79 
standard, in this version you can 
use the word .” (dot-quote) 


outside word definitions but not | * 





| 


| gained by not using BASIC for || 
the repetitive or slow sections of | 









E 


| inside word definitions! For vou 


BASIC fans, that's like having a 
version of BASIC that won't let 


you PRINT text strings writtenas | 
part of the program ... For | 


similar reasons you may as well 
not include comments in your 
Forth programs because if 


' you're not careful they cause 


Some very spurious errors that 
vou will never find. 

One other 'bug' isthat vou can 
only transport the values and 
addresses of simple variables 
between the BASIC, Forth and 
assembly language. This means 
that you cannot easily get Forth 
to do processing on BASIC 
arrays. is is a real pity, as 


array processing is one of the | 
most time-consuming elements 


of BASIC programming. 


| SPECTRUM TAPE and DRIVE 
TRANSFER UTILITIES 


ALL SPECTRUM owners nesd TC7 — our ps E tape 
utility, Send SAE for FULL DETAILS of this amazing and 


widely used program 
€ integral header reader 


& includas BAUD RATE (speed) measurer 
O can save high speedijeroy parts in “normal” form tor 


DRIVE trarestor 


O só many extra lontures we can't posaibdy list thom here. 
Just try itand see. As the markos leader wo can't aflora to let 
Fou down, ds, 

COST oniy 8.50 lor E599 on cartridige witiy MTE a special 
Midrivo program — £7.50 with MTE on tape! 

nom have a LOW COST way of 
transferrina many o! quen the LATEST high spesd/jeri 
nb: seo ie to their drives. You wall be pinazed! dener 
méthods are expensive or very limited. 

Firsthy you will need our MDIb (for Médirive) or WDTb [for 
ey give you the tools to convert 
programs so that they will run on your drive. Includes ability 
px ramis , and splr'chop bytes in one 
go, VAL” creator, REMkil, make visiblo etc, etc, FULL 
rated by CRASH) with example tránsiers. 
E6.98 . Manages more programs” — 
Four Spectrum. (TC? also nevded for intest programs. 


LERM INFORMATION 


Yes SPECTRUM bwners 


Wiafa or disc drive). They 
to cópe with v long pr 


manual (high 


MD or WDIb cost 





SHEETS 


Each sheet gives you the DETAILED irestructtons required to 
transier E ofthe more POPULAR 
software 


: They cost £1 
available. 


with ini 
Duunars 


UPDATE SERVICE: for latest version on your LERM 


| uct send old tape plus la SAE to qui E? 
REDUCTION OVER STE. add E ns E? Perdi RR 


product. SAE for enquiries 


ALL PROGRAMS CARRY A MONEY BACK GUARANTEE [not 
updates) pi 


LERM, DEPT CR. 10 BRUNSWICK GDNS. 
CORBY, NORTHANTS NNW 18 9ER 


| listed in this article should show 








programesto drive usimg our 


TRANSFER PACK — TC7 plus MTE 

information sheets 1-3 send A 
et programs on tape Sheets for same price 
b replacing MD bh) 







a Bs as 
ia E * 
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CONCLUSION 


The assembler itself is worth the 
£19.50 that is being asked for the 
whole package. H you are aware 
of the bugs in the Forth then it is 
easy to evade or avoid them. 
The manual is very 00d and 
explains things in just the right 
amount of detail. The program 












ou some of the power the | 
icroSource offers you. | shall 
certainly buy this one! (High 
praise indeed — ED) 
MicroSource costs £ 19.50 from: 
Quadhouse ers 
Regent House 
Victoria Road 
Middlesborough 
CLEVELAND 
T513HX 






Up to sheet 5 


MD'Tb on cartridige 
£15.50 (other drive 
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SOUND 
MASTER 


Producer: Whiz Bang 
Software 

Author: Roy Dictus 
Price: E2.00 





Sound Master is a software 


already appeared as a listing in 
another magazine. It enables 
you to input sounds without any 
additional hardware. Once 
sound has been input, it is then 
| Converted to digits, which may 
be shuffled about by the soft- 
ware, and played out again in 
analogue form. Up to 4 seconds 
of sounds may be input, which 
can be played back at & different 
speeds, 


The program gives you seve- 
ral options as to how you wish to 
hear your sampled sound play- 
ed back including changes of 
speed, echo that can disappear, 
appear Or speed up and so on. 
S0 far so go0d, but it does have 
some built in problems (what do 
vou expect for £2?). Sound 
apo rather like computers, 
work on the principle that if you 
put rubbish in, you get rubbish 
out, Problem number one is that 
the input achieved via the ear 
| socket on the back of the Spec- 
| trum does not really match upto 
the audio signal thatyou putinto 
It from cassette, Despite several 
attempts by your reviewer to 
plug in alternative microphones 





EEKI A MOUSE 


Advanced Memory Systems 
have just released their Mouse 
r the Spectrum, which comes 
with its own interface and soft- 
ware on cassette. The Mouse 


centronics printer to your Spec- 
trum as well as the mouse and 
the whole caboodle is compat- 
ible with Art Studio, the graphics 
package which has impressed 
our in-house computer artxpert, 
Franco Frey. 


à convement, flat surface allows 


A E 








driven sound sampler which has | 





CSS ECSTPASSSE SEI DES gs 


| Funning on your computer. The 


interface allows you to connecta | 


Trundling your mouse around | 








or other cassette decks, the res- 
ulting playback quality of the | 
sound sampled was, to say the 
least, a bit noisy. 

Problem number two is that 
the sample sound is played back 
via the Spectrum's internal 
speaker which, as we all know, 

oes for music what myxama- 
tosis does for rabbits! 

This is a shame because the 
program itself is quite good. 
Other problems occur with the 
initial recording mode. lt ap- | 
pears that you may only enter 4 
seconds of sound — it will not 
adjust to anything shorter. In 
other words, if you wish to enter 
one short note then you have a 
gap afterwards as the program 
doesn't give you any possibili- 
ties to p up the sound that | 
vou have put in. This means that 
You are quite powerless once 
the sound has been loaded into 
the program. However, Roy 
Dictus is in the process of con- 
stantly re-writing his program — 
we received Version 7.0, an up- 
date on the listing — and in thé 
well-document instructions 
he says he is open to all sug- 
gestions, comments or 
criticisms. 

To sum up briefly: it is quite a 
Clever concept that requires no 
additional hardware but the pro- 
gram badly needs editing facili- 
ties as well as a better method of 
inputting the sound. 

John Bates 
SOUND MASTER is available 


you to interact with programs | 


package comes complete with 
its own graphics programs to 
get you started, an icon designer 
and full instructions on incor- 
porating mouse control in your 
Own programs. | 
For the greater part of E7O 
well, £69.95 to be precise), the 
AMX mouse allows you to catch 
your Spectrum by its bootstraps 
and move it towards the Apple 
Mackintosh league. If you th- 
ought icons were trendy, just 
walttill Mouse Mania grabs hold 
“FUN review next issue. 


oa, 
































ADAPTing FOR 
RGB 


Adapt Electronics lare now 
producing an interface which 
allows you to connect a Spec- 
trum to ány RGB monitor, or 
Analog, for E36.95 with a thr- 
ough port connector, or for two 





MAZE MASTER 
JOYSTICK 


A new product arrives from the | 


States, via Vulcan, who are 
psi bd dt Maze Master joy- 
stick in this country. For your 


£12.95 you get a nifty micro- 


| switch joystick which allows you 


to switch between 8 and 4 dir- 
ectional mode. 

In brief tests, the joystick 
proved ideal for maze type 

ames. and the “Rapid Fire” 
apps billed on the side of the 
box gave autofire when the fire 
button was depressed on some 


games. The man at Vulcan was | 


of the opinion that the bo 
didn't, in fact, have an ÁAutofire 
controller... 

For the price, the Maze Master 
represents good value if vou 


want a joystick that offers fine | 
finger and thumb control — and | 


it should prove ideal for driving 
cursors around in Art packages 
as well as for games playing. 

Maybe it's time we got ano 
ther Joystick Review together... 
watch these pages! 


ADAPTING for 


The RGB interface produced by 

uson, the obscurely named 
MAZO allows you to display your 
Spec e oulpus on the screen 
of Ferguson monitor/tellies like 
the MEOT For a few pennies 
under E30 vou get the RGB 
output together with sound and 
there is a Green Screen switch 
which takes you out of RGB full 
colour mode, making the screen 


of your Ferguson colour set | 


emulate a Green Screen moni- 
tor. A socket on the side of the 
unit allows you to run one ofthe 
Ferguson Green Screen moni 
tors direct, if you so wish. 

The interface has been spec- 


| require three links fitting intern- | 


| manat Thom EMI Ferguson. 


| Solution for you. 

























pounds less without the through 
port. 
Some early Spectrums will 


alhy before the interface will get 
up and running. Most people 
should be able to plug the unit 
into their is and hang a 
monitor straight onto the 6-pin 
DIN cutput onto the side of 
Adapt's RGB interface, 


tally developed to run with 
Ferguson's own monitors and | 
TV's — if you're thinking about 
getting a monitor for your com- 
puter to make the most of its 
visual output, you should be 
able to pick up the interface and | 
a the MCO1 colour telly/monitor 
together for around E200 if you 
shop around according to the 


TIRED OF BEEPS 
AND SQUAWKS? 


Saga Systems may have the 
heir Sound 
Boost is a tiny little doobrie 
which allows you to combine 
the Spectrum's sound output 
with the UHF signal sent to your | 


ge 
ree straightforward conn- 
ections have to be made to your 
computers internals — three 
wires are attached to the little 
circuit board which is the Sound 
Boost. Each wire ends in a tiny 
clip doobrie, which has to be | 
connected over the appropriate 
part of the Spectrum — no tire- 
some soldering, no messy con- 
nector blocks, just follow the 
instructions, adjust the sound 
output and you can put the top. 
back on your computer and lis- 
ten to your telly rather than the 
onboard buzzer. 

All this for a mere £9.95. With 
a little care, you can have your 
E speaking loud and 
clear. 


MORE 
MICRODRIVIN' 
The boffins at Mirage, flushed 
with the success of their Micro- 
driver have decided to launch a 
New Improved version. 

New features include an imp- 
roved loading algorithm, which 
means that programs saved to | 


Te 


VICHENTECHONICHEDTECHONICHECTE! 





HONICHEDTECHONICHEDTECHONICHE 


drive can be loaded back into the 
Spectrum up to five seconds 
faster; a copy function that can 
be used to output a full 24 line 
screen to a ZX printer or Alpha- 
com 32; optional display saving 
which uces the 
| microdrive by 7K, meaning you 
| can squeeze more onto a given 
aa Ro a) pe H OKE 
acility and a brand new 
DUMP function which gives 
access to the program in 
memory. 
The new version of Micro- 
driver doesn't come with a new 
rice — it's still É39.95 including 
a and if you have a version 
au erica and would like 
pgrade, send É tg unit to 
radio Eat 24 Bank treet, Brain- 
tree, Essex CMT 7UI with ES. 95 
and they'll send you a version 
2.0 model by return. Nice, Eh? 


AN END TO 
TANGLES 


The chaps at Duraplug have 
come up with a whizzo wheeze 
to save you spending lots of 


money on separate plugs for all | 


the wires that emanate from 
ur computer, Hi-Fi or Telly/ 
fideo units. 

Their Multiline plug, which 
| includes a mains on indicator 
light, allows you to wire up to 
four cables into one unit. Ideal 
for connecting up your telly, 
cassette recorder and = pa 
power pack — providing 
intend to keep them togett er 
For around 5.00, the Multiline 
should save money when you 


want plug in several pieces of | 


equipment in the same location 
permanently. 
about it though, and try to 
connect four electric fires to- 
| gether.. 





Softschool have been adding a 
little polish to their Microdrive 
Doctor. The new version inc- 


ludes some new comimands and | 


a “much needed sector editor”, 
| as the man said. Normally avai- 
lable at £6.50 from LW Tomilin, 
151 Millbridge, Dollis Valley 
Way, Barnet, Herts ENS 2UH, 


| ir might like to take advantage | 


-ofthe man's generosity and pay 
| a 50 Sl 
H reader, mind! 


MULTIFACETTED 
MULTIFACE 


Following hot on the heels of lg 
interface dl and the Mirage 
Microdriver, Romantic Robot 
have just released there Multi 
face |, As well providing a com- 
posite video port the interface 


allows the user to “back up” | 
| software to tape, microdrive, |lã 


| disk drive and wafer drive. Un-| 
like the some interfaces Mui 


ile size on | 





Don't be daft | 










Only if you're a | 


face | dumps the software str- LR 


aight out on to the desired stor- 
age medium without the need 
Tor special software. Once the 
software has been backed up 

u can load it independentiy of 

ultiface |. 

The actual use of the interface 
is very easy: all is required is 
that you load in your software 
and press the little red button on 
top of the interface, then follow 
the on screen prompts. So far 
we have found that Multiface | 
has coped with any game that 
has been chucked at it. Unfortu- 
nately it arrived in the office just 
too late for a full-scale, in-depth 
review — wfuch will appear Next 
Niche. 








2 GAMES 


b- (WORTH £10) WITH | 
| EVERY REPAIR * 





EU They are local, “citei Le 
and boliradinghy drfficiemt!” 4 NS 
DEST. 
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NM a TED a Den 
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SR PUPINAROUNO NO-QUIIAE 
GUARANTEE NO HIDDEN COSTS, 

Because we repair hundreds of door o 


able to pass on our “com taseird abç 
ig em to YOU Phone 061-224 tBSS. 


r computer being reparei rel 
pia Ml te pa 





cáliors” CRASH Magazine JUNE 1085. 


DISK CLUB PLUG 


While the Tech Niche Team 
were at the Christmas Microfair, 
a Danish fellow came up to us 
and thrust a cassette into our 
handis). He was representing a 
new ciub tara started up in the 
land of Lurpi k, which aims to 
butter up Disk users by 
sending Pica four issues of a 
cassette based magazine every 
vear. 

To join the club, send the 
Danish Disk Doctors eight 
Sgt in cash (or ten pounds 

way of a cheque) and they 
undertake to enrol you in their 
club and send the cassette 


R É q aa = o E 
eta jeos ig RESP 


TT 7/re 
“SEXPRESS SPECTRUM BBC 
and COMMODORE REPAIRS! 


WHY PAY HIGH 
"FIXED 
PRICES 


ZIMBABWE — sepui pir 


KS 631 UM o a rp vo e of rea cep EO 176 Son Upgrade tir incl 
with INTEIINATIONAL repair service! ema tanthy CORRECT = wre bring down the prices for | 
E nd EMPUTING WEEKLY JAN BS. repairs and components! 
PRICES sramer We may refuse “o revive 
5! (2.9. 68 for keyboard fts) FOR SPEED = "Deu firm at least can Combs sua 
Dá pol Fi lg attempted D.Y. repairs!) 
o: FOR LOW PRICES - “My pi pride E cd ral eba 
ol recent | oc to MANCOMP. hat 5 3 bear Post and insured 
ho Fixe dt in 6 mumutesi and for beso la po: Man ida fo eum, sei 7 
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Spectrum to AND REFUND THE POSTAGE INCURRED! 


or Te das ay nchde 1.50 


MITHONTOBLIGATON IF others do tomorrow! 
NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER 


mags. Apart from news and 
views, tips and hints and such 
useful things, the cassettes 
contain utility programs to help 
you look at the information on 
track O (and play around with it), . 
sector editors and deleted file 
recover routines to name but a 
tew promised programs. 


Per Henneberg Kristensen at 
Norresobakken Ill 


E the person to get in touch with 

you're a lonely Beta Disk 
er Oh, and don't worry. You 
won'tneed a Cp in a a to 
cope with the mags. 
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Laser BASIC, £ 14.95 from Ocean |0/Oasis Software, 12 Walliscote 


| Road, Weston Super Mare, Avon B523 1UG. 


Mega BASIC, £9.95 form Sportscene Specialist Press [Your Sinclai 
EB ml eo bt MPIDE. 


ace, London Wi1P 1DE. 


| Joca BASIC, 9.95 from Betasoft, 92 Oxford Road, Moseley, 


| build on the existin 


| hidden in the obscture corners of the k 


Birmingham B13950. 


This month's TECH TIPS looks at extensions to ZX BASIC. Ocean, 
Betasoft and Your Spectrum (RIP) battle it out in the contest to find 
the ultimate set of BASIC extensions. Laser BASIC, Beta BASIC, and 
Mega BASIC are the contenders — as it turns out there's no clear 
winner, since each utility has it's own unique advantages. 


ZX BASIC, built into the Spectrum ROM, is a good language for those 
who want to leam about programming fairty painlesshy. Most of the 
simplest keywords can be entered at a single key press; lines are 
checked for syntax as they are entered and the editor is easy to use, 
String and graphics commands are unusually simply used. Most of 
the error messages are in something approaching English and you 


can continue after making changes to à program. 

When comes to serious use, 2X BASIC doesn't fare so well. It is 
very slow, especially when large programs are being run, and 
editing is laborious. The less common symbols and keywords are 


board, 

The best way to speed up ZX BASIC is to use a compilar — we 
looked at those in a previous TECH NICHE. This month's packages 
language, rather than enhance what's already 


| there. Laser BASIC, Beta BASIC and Mega BASIC add extra facilities 
| and utilities. Facilitiés include on screen sprites (animated graphic 


| symbols), extra commands, functions and control statements. 


tilites make program editing and debugging easier. || start by 


po + AR AR e 
À | FÃ PER q at NE Ie => ET | 
Lad A. 





| 


comparing their presentation. 


LASER BASIC — 
| WHAT YOU GET 


| Laser BASIC is supplied in a 
pa box, like a VHS video box 
ut even viager: The code was 

written by Oasis Software who 

produced the Forth-based gra- 
phics package White Lightnin: 

some time ago. The program is 
the flagship of Ocean's new IO 
range billed as The secret of 
advanced games programm- 


sandy White, and all, your sec- 
ret is out! — well not quite. 

For £14.95 vou get two cas 
settes and a 90 page AS manual 
printed on hideous but trendy 
green paper, to discourage pir- 
ates with old fashioned photo- 
copiers. The casseítes contain 
the Laser BASIC program, two 
libraries of sprites, a sprite 
designer, à “shop window 
demonstration program and a 
game of three dimensional 
noughts and crosses which 
shows off the features of the 
system. 

The manual is wrapped in a 
black card cover, with a useful 
"bookmark" flap extended from 
the back cover. Something is 
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| ing". Look out Matthew Smith, | 


needed to help you keep your 
place, since the presentation is 
not good — the manual is type- 
set, but only one size type is 
used throughout, and the layout 
makes the whole volume look 
like à ninety page technical 
appendix. The style is dull and 
verbose, but you do get a five 
page alphabetic command sum- 
mary and two pages of contents 
list, including a useful “tape 
map'. 21 pages are taken up with 
a commentary on the demon- 
stration program, routine by 
routine. 


BETA BASIC — 
WHAT YOU GET 


Beta BASIC is also supplied in a 
video box, which holds another 
90 page AS manual and a single 
cassette. The cassette contains 
the Beta BASIC extensions and 
an unspectacular turile grap- 
hics” dermonstration. 

This time the manual is prin- 
ted on bright red paper — using 
this and Laser BASIC alternately 
is like taking part in a psycholo- 
gical experiment! Again the type 
15 all a single size but this time it 


has been produced on a good | 








quality daisywheel printer. Ap- 
pr a modified version of 
asword | was used, but it is 
none the worse for all that. The 
layout is better than that of Laser 
BASIC, but still rather dull. 

The style of the manual is 
straightforward and readable 
though not as good às the ori- 
Ema, spectrum manual, mainly 
Dbecause of the lack of graphics. 
The text is divided into a sum- 
mary and à reference section, 
with appendices to cover errors, 
printers, keys and special vari- 
ables. There's a tow page list of 
contents. 

Examples and observations 
are sprinkled through the text, 
and these help dilute the more 
technical explanations. The 
front cover contains a keyboard 
Chart, showing the positions of 
the new commands — no over- 
lay is provided, The back cover 
contains a concise syntax 
sumimary. 


MEGA BASIC — 
WHAT YOU GET 


Mega BASIC has the smallest 
but most readable manual ofall: 
30 A6 (double cassette sized) 
pos es printed on white paper — 

urrah! The single cassette 
contains two copies of the Mega 
BASIC system and a sprite 


designer. Untortunately some | 


one forgot to record the sprite 





designer onto either side of our 
tape, purchased (with [7.95 of 
real money!) atthe ZX Microfair. 
We got a complete recording 
later. 

The layout of the manual is 
good and the style is informal, kt 
is very readable, much as it's 

arent magazine used to be 

efore the Megawow Geewhizz 


Supaspecoy style took root. 
There's a five page list of 
commands, an (incomplete) 


table of error messages and a 
single, well organised contents 
page. Examples are far and few 

etween — this manual is, sadly, 
better to look at than it it is to 
use. 


| USING LASER BASIC 


Beta BASIC and Laser BASIC 
have a lot in common, s0 they 
are revigwed together, later in 
this article. Laser BASIC is the 
odd one out, so Fll discuss its 
unique features individually. 
Laser BASIC offers no new 


editing facilities — it just modi- | 
fies the syntax checker to allowa | 


hundred or so new commands 
and functions, which must be 
typed in full (letter by letter) im 
capitals. The commands are all 
four letters long and start with a 
full stop. From .ADJM to .WRBV, 
they are almost all totally un- 
memorable and unpronounc- 


able. Commands expect up to 


seven numeric parameters. 
Functions are three letters 


| long, similariy unpronouncable | 





OTECHUINICHE TER 


RT” 











and start with a question mark. 
Functions can onhy be used in 
assignments — not in expres- 
sions — so vou have to copy 


| them into a normal variable with 


LET before you can PRINT them 


| for example. 


Most of the commands arte 
concerned with sprite graphics. 
As in White see bia you can 
propel sprites of almost any size, 
rom one character to several 
times larger than the screen — 
useful for moving backdrops in 
qames like Zaxxon or Defender. 
You can do-all sorts of tricks If 
vou can remember the right 
command — moving, screlting, 
panning, recoiouring, masking, 
rotating, animating, entlarging, 
shrinking, inverting and detect- 
ing collistons — in other words, 
vou can fiddle about with pat 
terms on the sereen in almost 
Every concelvable way. 

The rest of the system is à bit 
of a disappointment. There are 
very few new commands apart 
form those that deal with 
sprites. You can renumber pro- 
grams, trace” the current line 
number, read groups of keys 
and PEEK and POKE two-byte 
values. That's all. Theré are no 
new commands for editing, 
sound effects or 3D perspective. 

You can use procedures — 
routines called by name rather 


letter, again making programs 
hard to understand. Values can 
be passed to à procedure and 
changes thereafter don't affect 
the original variables — in Tech- 
nospeak: the values of the vari- 


| even the co 


than line number — but the | 
| names must only contain one 





ables are local. 

The Laser BASIC dermonstra- 
tion shows that you can produce 
varied and attractive flicker-free 

raphics with the package, but 
the demo | is not exactly 'state of 


| the art — it looks like a col 


lection of snippets from simple 


| games of a couple of years ago. 


The free game is flashy, but 3D 
noughts and crosses is not ex- 
actly pulse-quickening stuff. The 
slow speed of ZX BASIC slugs 
the Laser system, making it hard 
to keep more than one thing 
moving at a time. The game is 
played well, using an algorithm 
that first appeared, as far as | 
know, in Practical Computing in 
January 1581 ipage 102), th- 
ough the author s not ao- 
knowledge this, 

The Laser Sprite Generator is 
written in BASIC. The program is 

a bit slow and long winded to 
E but good results can be 
obtained if the sprite libraries 
supplied are anything to go by (| 
can tdraw), The display is rather 
lturid and it is a shame that vou 


| can't edit ii with a Kemp- 


ston joystic 


CAN A MEGA BEAT A 
BETA? 


Beta BASHC às the oldest utility 
reviewed here, although the 
latest version — 3,0 — was only 
published this summer. In many 
ways it seems to have been 
produced in direct response to 
Mega BASIC, which rather 
shook up the wortd of Spectrum 
BASIC extensions when it was 
Prpdbst a oafta ago. Already 
a BASIC has cutpaced Beta 
BA IC on the version number 
front — | looked at version 4.0. 
Beta BASIC looks just like ZX 
BASIC when you first load it — 
right message 
looks like the Sinclair one which 
we have all come to know and 
love or hate , .. depending on 
what we were doing before it 


| appeared, 


he Mega BASIC start up 
screen is much more impres- 
sive. The program name, ver- 
ston and author appear on the 


top of the screen. The ink is 


vellow on black. The bottom line 
contains an indication of the 
mode (the cursor is now a solid 
block) and whether or not CAPS 
LOCK is enabled. 


Both systems let you dispense | 


with the Spectrum's keyword 
entry scheme, which is great If 
you “ve got a proper keyboard — 

used a Fuller FDS. In Mega 
BASIC you have to type all the 
commands letter by letter al- 
though they can be abbreviated 
to their first few letters followed 
by a full-sto 


Beta BASIC lets you select | 


normal keyword entry (the extra 
ords are accessed from 
graphics mode) or letter-by- 





letter typing, an ingenious 
mixture Of both which | used 
most of the time. In the mixed 
mode, keywords at the start of a 
statement can be typed as nor- 
mal, or type letter by letter if 
preceded ap a space — a natural 
action for a touch typist. The 
mixed mode is convenient since 
it means that common comm- 
ands — LET, PRINT, GO TO and 
so on — can be typed with one 
press, and the rest can be dia 

OWN 


| out with no need to look 


and search for the required 
keyword. 

oth BASICs provide user 
defined keys — so a group of 
characters can be produced 


when the appropriate key 5. 


pressed. In Beta BASIC you must 
press symbol shift and space, 
then a letter or digit, ga 
BASIC expects vou to select 
extended mode then type a 
shifted di am 

Both BÁS/Cs improve the per- 
formance ofthe line editor. They 
allow vou to edit lines by num- 
ber — you don't have to LIST 
them first. They also let you 
move quickly through a line with 
the up and down keys as well as 


“deft and night, and provide a 
| short-cut to the start or end of a 


line. 

In Beta BASIC you have to 
press Enter before changing the 
current line, whereas you ch- 
OR sy it uy typing the AND and 

mbols in Mega BASIC, 
Mega BASIC also gives you a 
second 'copy' cursor — like the 
BBC Micro — which can be 
moved independently with a 
rather strange group of keys; 
characters can be copied from 
the position of this cursor to the 
other with a shfted kevpress, 
Beta BASIC won't do this, but it 
does let you join and split lines 


at will. 

Beta BASIC tokenises lines 
rather slowly, but you soon get 
used to the slhight pause after 


THE BEST BACK-UP INTERFACE 
100% success! 
SPEC-MATE 
£32.95 
duitormatto ore touch transfer to 
MICRODRIVES WAFADRIVES BETA-DISC 
TAPE* TAPE DOUBLE SPEED* OPUS [5a below] 
“THE TRANSFER PROCEDURE S SIMPLCITY ITSELF" — 
CRASH MAGAZHVE 
1. MAKES INDEPENDENT BACKUPS;/TRANSFERS DF ANY 
PROGRAM. 
2. EXPANSION PORT INCLUDED [you can keep SPEC-MATE 


3 RO ADOITIONAL want; but don'thave 
NAL SOFTWARE REQUIRED. FAST, DIRECT 


de. PREEZE” PR PROGRAM AT ANY POINT lcan be uzed to save 


ALITO- 


LOADER. 
g ANY PROGRAM CAN BE MADE CHALLENGE SPRINT 


COMP 
NB, TRANSFER TO OPUS |5 IN TWO SIMPLE STAGES (extra 
software required bc gt a ds Contact us for detars) 


AT. & 7. COMPUTING Lo, SB NLA ROÃO, LONDON SW3 


Information: Tel: 01733 Gifs orsendsae. 
Fully inc, prico [32.95 pg 
p 





| from one margin to another) but 


| Siasts will pa prefer the 


| mes for writing block structu- 


“Mega BASIC features are not 
| very substantial. You can define 


| but these cant be tyvped as 
“aren't allowed. Simple REPEAT 


"even an ALG 





| comprehensive that no ong has 


ED IN SPECTRUM "STYLE BLACK CASE. 
“ADD POKES 
Ei CONVERT AN PROGRAM INTO A TWO MINUTE RELIABLE 


CHONICHENTECHONICHEOTECHONICHEO 
o 


you hit Enter. It lets you put 
premature line-feeds into a list- 
ng (so that lines don't just run 


this can cause confusion when 
editing as the “extra” text is not 
always cleared from the display. 

| think that BBC Micro enthu- 


Mega BASIC editor, but | pre- 
ferred the Beta BASHC one be 
cause of the facility to join lines 
and the neat listings — Beta 
BASIC indents loops and tests 
for you automatically if asked to 
do so — this time Beta BASIC 
lapa a BBC Micro feature. 
One o da Dl Mega BASIC 
is the fact that that you can't 
always re-edit an incorrect 
line&-— sometimes you just get a 
Bad Line' message and have to 
os the lot again. Ugh! 
he Mega BASIC keywords 
are not easily mastered since 
they almost all end with under- 
scores — Symbol Shift Zero, if 
you've never needed one before 
— for no obvious reason. This is 
taking OL emulation too far. | 
Mega BASIC is also needlessiy 
fussy about the space character | 
in instructions such as. 
OPEN 3E andGOTO. 


Bath BASI/Cs provide some fac- 
modular programs, but. 
procedures iwhich must have 
names starting with an AT sign) 
commands and local variables 
UNTIL loops are the only new 
control structure. 
Beta BASIC provides a range 
of facilties that would satisfy 


OL B6 programmer 
IALGOL 86 is a language so 


S5iOvarsaas: Eur. plus EZ 
tus Ea 
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implemented it fully vet, and 
theyve been trying for 18 
vears!). it's a computer scien 
tist's dream: you. get named 
procedures, local or reference 

arameters with default values 
if they're not supplied: you can 
pass lists of parameters for 
sequential processing. There's 
multi line IF THEN ELSE, a gen- 
geral purpose lpoping construct 
which allows exit from any 
pero and these structures can 

e nested arbitrarily. 

Beta BASIC even speeds up & 
fem ZX BASIC commands. 


Some aspects of ZX BASIC slow | 


rogram size 


| up alarmingly as 
ASIC avoids 


| increases. Beta 


this, so that FOR loops, GO TOs, | 
GO SUBs and RETURNS can be 


increased in speed by a factor of 


up to twenty times in long pro- 


rams. This effect is, Of course, 
argely swamped by the execu- 
ton time for other statements, 
but it is stilla nice feature. 

You get long and short (single 
statement) forms of ON GO TO 
and ON GO SUB, which brings 
me to the only missing feature | 
could think of: Beta BASIC has 
no SELECT or CASE statement. 


H would take a whole CRASH 
Christmas Special to list all the 
unique features of Beta BASIC, 
but they include commands to 
sort and shuffle rows from string 
and numeric arrays. There are 
new integer funciions and oper- 
ators such as MOD and bitwise 
OR, and there are some fast but 
toy  preciston | trigonometric 
| functions. It is a shame that the 
| new function are typed in as 
DEFined FNs since this reduces 
the number of user defined 
functions you can use. 

Clever print-formatting is al- 
| loved for neat tables o ouros: 


| There's an optional clock dis- | 


| play, with an alarm, and a com- 
mand which passes characters 
| to the command line as though 
they were typed in — the ulti- 


mate in selfwriting software. | 


The contents of memory can be 
treated like an enormous string 
“array, allowing all sorts of neat 
tricks. 

The Beta BASIC toolkit lets 
you list lines, groups of lines, 
variables, key definitions and 
procedures. You can search out 
and replace information in a 
program, renumber, save and 


delete groups of lines. You can 


delete groups in Mega BASIC 


but the rest of these tricks are 


vond it. 

eta BASIC graphics com- 
mands include a FILL function 
which colours bounded areas of 


the screen for you. Filling is | 


fairly fast and you even get a 
count of the number of points 
filled. Graphics can be shifted 
and scaled within a window and 
you can use absolute co-ordi 
makes it rather sluggish but 
decent results can be obtained 
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LASER BASIC is the only really 
amongst the BASKs reviomed 
snaps from the demo software 


with a bit of effort. 

Machine code support is not- 
icably absent from Beta BASIC, 
presumably because it |5 con- 
sidered unnecessary. Mega 
BASIC 


CALL statement which allows 
parameters to be passed to 
machine code but not returned. 

User defined graphics can be 
designed in a single Mega 
BASIC statement; as far as | 


| knowthis is a neat trick from the 
| Memotech repertoire. Strings 


can be printed down, rather than 
across the page and large char- 
acters can be printed in fuzzy, 
'stippled' colours. Screen output 
can be redirected to machine 
code or a printer; in fact it's very 
easy to do this in ZX BASIC ifyou 
know the right command, 


The main Mega BASIC system | 


includes a tape header reader 
which prints the details of tape 
files. There's also a rather dan- 
bb, cassette file copier that 

estroys your current program 
and crashes the machine if the 
file concerned is more than 20K 


en: 

ega BASIC is generally 
frustrating to use if you make a 
mistake. The commands don't 


| check their parameters property, 


ives you a small but | 
useful “front panel” to control | 
machine code and an extended | 








ter HOME 


nais TM ENE TM oii 





otogenic program 
ra — so here 's a couple of 


weird results or even crash the 
machine. The manual pleads 
lack of memory but my verdiet is 
lack of effort and poor software 
design. 


ad Em 
i 
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Both systems let you divert ex- 
ecution to a subroutine when 


gach end of line is reached by in | 


the main program. This can be 
very useful when debugoing. 
They both have a facility to trap 
errors and disable break-ins 
from the key board but Mega 
BASIC can't trap Interface 1 
errors or — more mysteriously 
— the error codes it generates 
self! Both offer two-byte PEEK 
and POKE instructions, and can 
provide automatic line 
numbers. 

Both BAS/Cs are associated 
with magazines. The glossy 
monthhy Your Sinclair is owned 
by the publishers of Mega 
BASIC and has contained seve- 
ral articles based around the 
system in Your Spectrum days. 
The Beta BASIC magazine is less 
pretty but more substantial, k 
consists of fourteen typed pages 
crammed with neat routines and 
tips for Beta BASIC users. À six 


running 





issue subscription costs £5.50 
Windows have definitely arr- 
ived — Beta BASIC and Mega 
BASIC allow you to restrict dis- 
play output to a limited area of 
the screen and dialupa range of 
character sizes, including a Tas- 


| word-style 64 characters per 


LITECHINICHELTECHINICHE TECH!) 


line. Areas of the screen can be | 


scrolled smoothly in all direc 
tions, or saved for later re-dis- 


| play in various sizes. The attri- 


ute grid can be blasted in var- 
ious ways, for special effects. 
Printing can be offset from the 
grid. so you can position text 
with pixel accuracy, 

Only Mega BASIC lets you 
select between three possible 
typefaces — Spectrum, BBC and 
Amstrad character shapes. Of 
course you can redefine the 
characters in Beta BASIC or 
normal, boring ZX BASIC with 
just a few POK (Es, but this su- 
pesa Mega BASIC advantage 

aunts the machine. À system 
Mega BASIC 
doesn't seem like a Spectrum 
when you use it, Beta BASIC is 
more subtle, and doesn't im- 


just 


| mediately appear to have chan- 


ed the nature of the machine, 
ome people will choose Mega 
BASIC on the basis of this fea- 
ture alone — it all depends how 
much you like the Sinclair style, 
Both systems take up a lot of 
memory — about 20K — which 
is inconvenient for business 
users. k's a shame the publish- 
ers don't let you choose a subset 
of the commands, as vou used 
to be able to do on the venerable 
£XED toolkit from Dk'tronies. 


| Mega BASIC and Beta BASIC are 
so silly mistakes can cause | 


both recommended to those 


who want to inject new life, and | 
nd a little excitement, into | 
| their, 

Both systems are very powerful! | 


BASIC programming. 
and usable, though the publish- 


| preferred Beta BASIC, mainly 
because of its elegance and 
comprehensive support for soft- 
ware engineering: the Spectrum 
was designed, oddly enough, as 
a programmer's machine rather 
than à games one (hence no 
loystick port, poor sound, fri- 
endiy BASIC, microdrives, lim- 
ted cólour etc). Beta BASIC 
takes the Spectrum a long way 
onward as a programmers 


machine. Others may be drawn | 


by the multi-tasking, the mach- 
ing code support and graphical 
gloss of Mega BASIC. 

Ff you want to push pixels 
around the screen then Laser 
BASIC is great, but the code 
needed is hard to read and hard 
to debug. At present vou cant 
use Laser BASIC in commercial 
games without infringing Úce- 
an's copyright, but a run time 


system, misleadingly called the | 


Laser BASIC Compiler should be 
available for £9.95 by the time 
you read this. | don't expect that 
there will be many takers. 


| ers of Mega BASIC really ought | 
| to tidy up its error-handling. 








| 
| 
| 


ssa 


| e ma Ocean House - 6 Central Street - Manchester - M2 5NS 
| (Xean Software is available from selected branches of: Telephone 061 832 6633 - Telex 669977 
DER IUA SRA jonn Mentes Re De ca ATA ER TS SEE ) Spectrum Shops and all good software dealers. 
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What a recipe writing lot you are! We should start a new magazine 
called CRASH CREATIVE COOKERY and make sure that Auntie Denise 
makes regular Page Three appearances for us. We could have a really 
hoopy reader-driven 'zine. Hmmmm.... 










































No-one here in the Towers quite 
realised what a bunch of culin- 
ary experts we have for readers 
when we set you the task of 
e some Jem and 
Scooby snacks. Well done 
indeed, 

“ Thesofties up in ART were so 
impressed by some of your 
entries that they just insisted 
that wê should devote some 
space to them. So here's a small 
selection of the dishes that 
might be served in Ludlow br- 
anch of the Scooby Doo restau- 
rantchain. 

sadly, Elite have abandoned 
Scooby Doo tor the moment — 
they were having difficulty fitt- 
ing the whole game into 48K's 
worth of Spectrum and may wait 
until the 128K machine arrives, 
A full story should appear in the 
News pages of this issue, Press 
Release Postman willing. 

But don't despair too much, 
0h winners of this competition. 
Your Minion has had a little 
word with the disappointed 
members of the Scooby Squad 
at Elite and they are going to 
ave you a copy of Commando 
instead of Scooby Doo in The 
Castle Mystery. Not a bad ex- 
change, in allfairness — and you 
will still get your Scooby Patch 
in the slightly modified Scooby 
Goodie Bag. 

Amypway, on with the results. 
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Neil Adamson, Doncaster Rd, DN7Z Dr, PR4 SPE; Paul Jones, Chestnut 
6AD; Philip Aldis, Ardgowan Rd, SES Drive, NN14 ZTP: lan Lacey, Orchard 
TUU; Amoki, Dial House Cottage, NR15 1ÓL; Thomas Lennon, 
Lane, FLP; Wayne Birch, White Ta Rd, BM BLB; Mark 
[] 


! e, LN7 GNP; Nick Brown Brown, High ay Street, G22 7EF; 
St, Gi o 485; Richard! Butterficid, Leo À ns, The Readings, CM18 
Gold 870 1TU: Howard 7TBU; Stephen McLoed, 4 


Street, 

Carlisle, Alexandra Road, LS18 4HD: NE61 10F; Jim Mullen, 
Sean Carroll, Langdale Rd, L15 3LB:  Stenhouse Drive, EHT1 INN; Alex 
Desmond Corrigan, Valley Walk, Morris, Barmaby Rudge, CMI 4YG; 
WD3 3TA; Stephen Cross, St dead Adam do ri o Gipsy Rd, 
Place, PR6 ONA; A Daley, Colleyr rsgo A 1 The  Artistk 
pão A oarg NG11 B8JD; Leo gen ppa Gamer Rd, E17 4HG; 
rk Shirra, Sunnyside Pare Owens, Dublin Rd, BT74 BHN: 
peca Robert Drinkall, Juniper Mickey Pletrzak, Winthorp House, 

Rd, SL7 3NX:; R Ellis, Ashworth Park, London, W1Z 70B: Darren 
Cheshire; C Fogg, Oxford Rd, W4 Bridgewater Rd, NN13 6BY: Goncalo 
3DH; Christopher Gamett, Thomes Reis, Rua Tomas Figueiredo, 1500 
Park, HD6 3DA; Chris Gavin, Knotty - Po f; Karl Rowe, 
Ash, Li4 SNX; Philip Gal, The Old Mariborough by3 1BR; Daniel 
Orchard, W Sussax: David Gorton, Salem, Kingsway, SK8 10R: John 
Rd, BB1 &8DJ; Stephen Sims, Laburnham Rd, UB3 4JY; Mark 
Harpur, Mapas Rd, Ireland; Sam Thompson, T ay St, G22 7EF; 
Harris, o: Period Rá | 8W19 3RE; Chris o aderir Im Ave, SK4 
Hewit Rd, LSZ5 BTS; Paul Wakeling, Castell Drive, 
John Hall, Craditon Close! NN3 34J; LES ODE; Matthew Wilkinson, Dale 
Agron Puga. Modas Coe Cottage, TNG 3AE; Stefan Wood, 
Aaron : lands Close, Fraser Rd, UB6 7AL; Richard Wright, 
ds Hail Rid, GENES SBX 


taphen Cross puthis Chefs fat oro fo come vp nvrth this 
ano, an excollent attempt at staving off those fittte fn- 
betwegn meal hungor pargs. Bvrpy-Hurpy 





My top five programs arte: 























TITLE “VOTE OUT OF TEN | 
| 
1 
| 
2 
á | 
| : | 
| 4 | 
| Send your E to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 | | 
| LUDLOW, SHROPSHIRE SY8 1DB Pê E aa O 
EE SS CE SD UNS OT EA EST UR E Rei! 
[OR no e rinite fa Dai o AR tdo el qt li a — mma sa o uma — a, mes is q e e e o e es e o a e 
CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 
Please use block capitals and write clearly! are, 
o TESE E costas gs e 
Name ...... Ra asa Ne ne Rep 8 | PRODUCER 
' TT meme 
ADOTesS ,icssacsaess EP EUR NE UP Deda Epa | O 





| Send your coupon to: CRASH HOTLINE, PO BOX 10, 


| LUDLOW, SHROPSHIRE SY8 1DB é 





108 CRASH February 1986 





E “TT —— 


«MN spo = 


sem 
e = bro - drt= 


5 “ad X | f 1a E a 
” . dd mto E [4 4 pe Sia q 
a E a 
| 
E 





t 
T fi 
. 


4 Er uai! 
Fr Fr E dE - E 
r 1 » 
r É e 
d E. di E 


L 
H ai UM TE TAS ] 
j ide 
= 
=. ! 


É 


r 
rar ihy Ê Em CJ 1 


, A 8 Ei 
Eta 
y ij id H 


dg ME a a 
E ic Tl 


b E, 


i 

E 
» 

luchi 


Lo 
1” 
lê 
É: 
à scal 
did 


e 


À, 


Sida | 
A RE ac ii 
| 
] 


2 ! 
ae a 
qi A» il 


pe 


ei 
R mb 
! 


Ê 

7 
, , 
á] A i 


| ad 

| 

| 
Pjil 

A 

h 





doing anything atall (as ldidon 
one occasion). Some of the 
random disasters are close to 
the mark: ten of my employees 
were found smoking rugs in 
the warehouse! | can't help feel- 
ing that such things are at least a 
little out of place in à game of 
this nature. | 

There are more problems, but 
| wonder whether it's worth 


WAVE UPON WAVE OF 
DEMENTED AVENGERS 





Producer: Reelax Games 
Retail Price: £7.95 


This is the first Reelax offering 
for the Spectrum. Itis, as the title 
suggests, a trading game for 
one to three players (rather con- 
fusingly, the instructions and 
prompts mention two to four 
players but this includes the 
computer as a player). Each 
player controls supplies of food, 
| 01 and textiles in a warehouse. 
To win, these first have to be 
transported to nearby towns 
where demand for different 


goods varies and then traded | 


successfully. 
While coping with rising inter- 
est rates, keeping the unions 


happy, and dealing with random | 


transport problems vou will be 
faced with minor disasters every 
so often. Three modes of trans- 
port are are available to you: 
truck, barge and tanker. Takenin 
that order, each mode is more 
expensive but potentially more 


icient to use than the last. AI | 


vehicles need insurance before 
they may be put to use. 

Screen presentation consists 
of a colour coded schematic of 
the area covered in the game 


below which is a window used | 


to display play options and text- 
ual information. l's most un- 
remarkable and slow to set up, 


but it is fairly clear and allows | 





The abstract map of THE TRADING GAME is the only really 
intruiging feature of the game. 
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rapid interaction with the 
computer. 

The game starts by setting up 
the number of players (whether 
or not the computer will play) 
and number of weeks the game 
has to last. Play then proceedsto 
player one's first move (this is 
the computer's move if it's used 


| asa player). A number of actions 


are possible. Checking market 
prices and current stocks, 
insuring vehicles, loading and 
unioading vehicles, hiring pers- 
onnel, taking out a loan and act- 
ualhy ovina the pe ema are all 
possible at this point. 
Unfortunately, there is little 
pen in doing any of them. 
ehiclas may onhy move upto 60 


| miles per week and cost £90 per 
| ten miles for the cheapest form 


of transport. Food and other 
commodries have ridiculous 


prices and various “rival comp- | 
anies' offer insanely high prices 


to buy them off you. It's possible 
to win the game without actually 









going into that much detail. | 
hen you finally win — some- 
thing that isn't likely to cause to 
much trouble, the reward is a 
prompt for either a new game or 
program kill. There's no realism 
at all. Worse, there's no incent- 
ive to play. Nothing provides 
enough challenge and the whole 
thing mes a mind numbing 
sequence of repetitive tedium. 
Some good ideas are let down 
by simplistic programming and 
the game's few good points are 

lostinthemalaiseasa result. 


PRESENTATION 25% 
simple but neai — until the 
game loads. 

JLES 43% 


“ Actually not very good in 


terms of providing a worth- 
while game but at least they 
are very well explained. 
PLAYABILITY 49% 
Highly playable if you can 
: tt 
GRAPHICS 37% 
Clear but primitive. 
AUTHENTICITY 18% 
The rating is optimistic 

E FOR MONEY 22% 
How eight pounds can be 
asked for this, | don't know 


OVERALL 23% 
Miss it. 


JUST 
IMAGINE 


Producer: Central 
Solutions 
Hetail Price: £3.99 








dust Imagine ... a game by 
David Lester, a man familiar to 
computer strategists, although 
he is normally associated with 


| reviswing games rather than 


supplving material for review. 
His game, Just Imagine is 
slightly reminiscent of Software 
Star in that you have to run a 
software oba successfully 
until E500,000 pure profit has 
been made, 
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Procedures are handled very 
differently to those in Software 
star however. 
company has £2,500 in the bank. 
| Games have to be bought rather 
| than developed. Each month a 
selection of three software titles 
15 presented along with percent- 
age probabilities for success. 
Each program belongs to one of 
five categories: Strategy; Simu- 
lation; Arcade; Adventure and 


Utility. After setecting one ofthe | 


programs available, an offer has 
to be made on the royalty pay- 
ment for the author, Don't be 
| mean — if your offer is too 
derisory, the author will take his 
| game elsenwhere and you incur 
"50 in costs. 

Once a game has been obtain- 
ed, a retail price needs to be 
selected. There is an upper limit 


of E15.00 on the price, so this | 


reflects the current market fairly 
well. Packaging has to be 
bought and this is available in 
varving qualities. An option to 
buy the services of a cover artist 
is also presented, Then advert- 
Ising (in terms of pages bought) 
is handled and number ofcopies 
to be made that month needs to 
be determined. At this point, 
various random elements enter 
the game. These are presented 
as news items ina magazine. At 
one point, | was told that 
| Burglars had wrecked some 
| Company equipment and stolen 
copies of the game — but they 
thought they were so bad that 
they returned them! Sometimes 
however, good news is the order 
of the day and this can influence 
the next stage of the game. 
You are given a choice of 








or direct from Cases Computer Simulations Ltd, 
14 Langton Way, London SE3 TTL. “Tel: 0856 0763. rc RR 
ERR CS dos coa = = O O Cd, 


AMSTRAD 464/6128 £9.95 in 
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Initially your | 
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marketing managers. ÔOne of 
them is expensive but efficient, 
offering all kinds of promotions 
for the product from TV inter: 
views to buying a secas 
name to support the game. The 
other choice is a little cheaper, 
but the kind of services he offers 
are more suspect to say the 
least. Anything goes, from 
bribing reviewers to sabotaging 
other companies” efforis. In fact 
his chart is used to show the 
position of the game later in 
month. Get involved with this 
uy ag and the chances are 
he will caught and your 
company reputation takes a 
dent as a result. The last choice 
is simply to avoid a marketing 
man altogether, but this means 
any chances of extra publicity 
for that month will be missed. 
Evertually, the number of 
copies sold during the month 


| becomes known and the top five 


games are displayed with your 
pane and its position shown 

elow (assuming it failed to 
make the top five). After that, 
revenue is determined along- 
side costs incurred for the 
month. 's only at this point that 
the difficulties of this game 
really become apparent. The 
bankers are evidently unwilling 
to pis much credit (even 
thoug is 15 a necessity for 
most companies) and debt at 
this stage generally results in 
the end of the game. There is the 
chance to sell off any games you 
have to other companies to cut 
your losses but this measure 
rarely works. 

This approach makes the 
game very difficult. With little 





Eos 
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chance of survival for more than 
a month without an immediate 
success in the charts, a good 
feature would have been the 
chance to restart from scratch at 
any point. Instead it's necessary 
to play right through to the end 
of a month before getting the 
roverbial boot, Another prob- 
lem of the game is its speed, 
Little tunes are often played 
before different section of the 
game commence. These are 
usually quite pleasant but 
become irritating nonetheless 
because of the wait involved 
while they play. Another wait is 
necessary while the charts for 
the month are being sorted out. 
À message does appear asking 
you to be patient, but the whole 
rocess could and should have 
en implemented faster. 

The game has its plus points 
as well. When certain decisions 
are made, the computer sends a 
little message to comment on 
them. Sometimes it agrees with 
your pricing policy and at other 
times, it comes up with com- 
ments like, 'Oh dear. | don't think 
that's quite the right price for 
this but let's see. Àt the end of 
the day however, | was disap- 
pointed. Initially | was impress- 
ed. There seemed to be more 
' attention to rather simplistic and 
| inaccurate Software Star but the 
game has problems all of its 
own. Speed (or lack of it), inflex- 
ibility in play and an unfortun- 
ately abrupt end make this a 
frustrating game. 

ere's à sense of humour 
pervading the game which does 
a good job at making some 
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cynical digs at the worst side of 


the software industry, but none 
Of its excitement come through 
either. Em afraid that this game 
is unsatisfying to play despite 
some of its more interesting 
features. 

às an added incentive, the 


| inlay states that if you achieve a 


pure profit in excess of £500,000 
on the game, you will receive 
Tightsº to a game called Laser 
Shoot. h seems you will receive 
a copy of the game to do with as 

you wish... | 


PRESENTATION 56% 
a to learn through play 
but little in the way of pack- 


aging or options. 

RULES 54% 

Dubious quality but straight- 
forward once you become 
accustomed to the game. 
PLAYABILITY 45% 

Easy to get started but 
difficult to make a game last. 
GRAPHICS N/A 


| Pyretext only. 
AUTHENTICITY 58% 


some aspects of tha game 
reflect the mechanisms of 
the industry but too many 
are glossed over. 

VALUE FOR MONEY 58% 
About as much as you could 


really charge for this. 
OVERALL 89% 


Something of interest for 
those prepared to persevere 
but otherwise lacking in 
satisfaction and 
entertainment because of 
the abortive nature of play. 
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Gremlin Graphics 
Software Limited, 
Alpha House, 

ID Carver Street, 
Seffield 51 4FS. 
el; (0742) 753423 


Coming soon on Spectrum ASK, Amstrad 
& Commodore 64/128 
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inland along a narrow inlet. Air 








Producer: QUICKSILVA 
Retail price: £7.95 
Language: machine code 
Author: Binary Design 
Limited 


| Deathwake is a sort of Beach 


Head dll type game which 
throws you in an ongoing war 
situation. Following the true 
War hero” storybooks you're 
completely outnumbered and 
have to take on the entire enemy 
force single handed 

The story goes like this: the 
enemy hold vast areas of the 


| homeland in the north and west 


and are one step away from 
completing research which will 


Que them the atomic bomb, 
isedless to say, if they make 


| The Bomb, the war will not con- 


tinue for very much longer... 
Allied attempts to destroy the 
research plant have failed, 


Reina to the fact that it is built 
into t 


e side of a mountain, deep 


attacks have proved useless and 


there have been no survivors 


from the three commando raids. 
There's one hope remaining — 
you, the Captain of the baftle- 
ship Undaunted, 

Research has shown that it is 

ssible to enter the narrow 
net and destroy the plant by 
firing upwards under the pro- 
tective shield of the mountain, 


| However, this is a task of epic 


proportions and the odds are 
stacked against you as you pre- 
pare for the voyage... 

The game is broken up into 
several different arcade seo- 
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uences like Beach Head, and in 
between each arcade screen is 
an air attack phase. Here a map 
is shown of both the allied and 
enemy territory along with all 
the airfields, radar stations, 
rts and so on. What the player 
as to do is try to take out as 
many enemy emplacements as 
po ble by allocating targets to 
is Own airfelds. Once the 
targets have been selected the 
aircraft can be scrambled and 
sent om their misstons. The 
computer decides the damage 
caused, shows the results and 
then puts the player into an 
arcade sequence. 

The first of these sequençes is 
an attack from enemy aircraft. 
On this screen the Undaunted 
and her two escort ships have to 
thwart wave after wave of tor- 
pedo-dropping aircraft by shoo- 
ting them down. The ships and 
planes are viewed from above 
and a Missilfe Command type 
cursor |s used to target the shells 


“from the ships. When an aircraft 








gets near to the ships it drops its 
torpedo, which has to be avoid- 
ed otherwise the ship sustains 
damage. The two escort ships 
are dispensable and are lost if 
one torpedo hits them. The 
Undaunted, on the other hand, 
is vital to your mission, and can 
onty be hit three times before 
she sinks. 

If the player manages to get 
past this screen then another air 
attack phase follows. The next 
arcade sequence is a 3D view 
from the boat and puts you 
under fire from patrol boats. 


These move along the horizon, 


tum and sweep towards vou 


before releasing their torpe- 
does. The only way to survive 


| this screen is to sink the patrol 


boais before they launch their 
torpedoes, This is done by using 
your guns which can be moved 
up, down, left and right. 

The third screen is another 
view from above, only this time 
the player has to guide the 


' Undaunted through a minefield 


— acollisionwitha mine and the 
game ends. 

Finding the correct elevation 
is the key to the fourth screen, as 
vou gl to sink the three battle- 
ships locking the entrance to 
the inlet. Whilst you're doing 
that they're busy pounding vou 


| with shells, so speed is again of 


the essence., 

The final screen is very similar 
tô that in Beach Head. Again 
getting the right elevation wins 
the day; this time the player has 
to get a shell through the doors 
of the research plant before they 
close — not an easy task by any 
means, but then winning a war 


single handed never is. 


caiTicism À 


& “Although being very similar 
to Beach Head | think this ia 
definitely the better of the two. 
For a start it is far more diHicult, 
and & also has more depth to 
the game. The graphics are very 
Findo avoiding attributes well 
and the rotating Quicksilva logo 
on the title screen is amazing. 
Deathwake is an excellent 
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game, very addictive and gives a 
challenge which although not 
impossible will have players 
foing for quite some time be- 
ore completing their task.' 


| Sort of semi-strategy arcade 
game? Well, Death Wake is quite 
Similar in format and content 
This is all very well if you liked 
Beach Head, but by today's 
standards the game looks a bit 
dated. The graphics are neat but 
not very effective or impressive, 
neither is the sound. Death 
Wake is not very easy to get into, 
the first strategic stage is alright 
but the second, where pour 
destroyer is under attack, proves 
to be very difficult to overcome. 
ff you're willing to persevere 
with the game it may prove 
rewarding but for me, the later 
stages still seemed as dull as the 
earlier ones.' 


O “When | first saw this game | 
thought it was another Beach 
Head, but after a few games | 
realised that this was better than 
Beach Head and had that certain 
addictive quality. The game 
starts off with a very nice attack 
sequence, all driven by the 
cursor, which | thought was very 
neat. When | got into the game 
(which took 
turned out to be quite easy to 
play, with some very close pixel 
shaves in the torpedo sequence. 
All the stages are pretty simple 
in concept but are fairly difficult 
to get through without a bit of 
practise. One very nice touch is 
the Design/Design style high- 
score board which is good to 
read after you've smashed and 
bashed the enemies into the 
ocean. 


à COMMENTS 


Control keys: definable 
Joystick: 


Keyboard play: nottoo bad 
Use of colour: simple on most 
screens 
Graphics: some nice 3D effects, 
overall pretty good 
Sound: a couple of woo-woos, 
eo and plops 
SkWll levels: gets harder as you 
et into the game 
creens: five arcade and one air 
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O Remember Beach Head, that | 


ute a time) it] 





empston, Interface 2, 


sequence screen 
General rating: excellent if you 
like Beach Head style games. 
 Useof computer 74% 
Graphics 72% 
Playability 11% 
Getting started 72% 
Addictive qualíties 74% 
Value for money 75%. 
Overall 76% 











SOUL OF 
A ROBOT 


Producer: Mastertronic 
Retail price: £1.99 
Language: machine code 
| Author: Stephen N Curtis 
and Mark Jacobs 


Remember | Nonterragueous? 
The game with the name that 
everyone. practised pronounc- 
ing in secret until they got it off 
pat and then amazed their fri- 
ends with lines like “Il was play- 
ing Nonterraqueous the other 
a 


Soul of a Robot is Nonterra- 
queous Two — in Nonterra One 
vou failed in your mission to 


destroy the evil dictator com- | 


uter controlling the planet 


onterraqueous, The little roto- | 


droid fellow didn't get through, 
and now the evil computer that 
runs things is getting really 
mean. The computer is becom- 
ing more and more unstable as 
time goes on and the pianet's 
inhabitants are getting more 
and more worrigd — the com- 
puter's threatened to self des- 
truct any day now, and ifit goes 
up, so does the planet. Sudden 
death for everyone, so Plan B 
swung into action, 

The people of the planet built 
a robot, a robot with a built in 
bomb and the mind of a man. 
That mind — the robot's soul — 
is in torment. All it wants to do is 


end the mental pain by expiod- | 


ing its on-board bomb and des- 
troving itself. Cunningly, the 
people who built this robot 
programmed it to self-destruct 
onhy when it was very close to 
the nasty computer. Close en- 
ough to destroy the machine 
that threatens the very existence 
ofthe planet. Your mission is to 
guide this tormented, bomb- 
carrying robot through the maze 
to the evil pile of binary bits. 
The playing area is a 16x 16 


114 CRASH February 1986 


Agudo 








maze, dived into three sections. 
You can only move between 
sections by teleport, and you 
have to find the transporter key 


| to activate the system. You're 


cast into the first section and you 
must find a way through to the 
third section, where the evil 


hardware is lurking. Each of the | 


cells in the maze occupies 
several screens, so the game 
takes place in à large environ- 
ment. Às you might expect, 
there is a host of obstacles and 


| creatures which bar your way, 


and apart from route planning, 
some pretty nifty manceuvres 
are called for. 


different modes of transport. lts 
most basic movement is left and 


| night along the floor of the dif- | 
ferent caverns. Jumping is in 


true Undenvuride style, with the 
hero taking a flying leap every 
time you press up or run off the 
edge of a platform. The force 
with which you jump can be al- 
tered with the W key, anda barin 
the status area indicates how 

owerfully you are set to spro- 
ing. you wiggle the joystick up 
and down in a Decathalon style 
frenzy, the robot waves his arms 
manically, and he takes flight 
each arm stroke pushing him 


higher into the air. The trouble is' 





As you pass the edge of a 
screen the display flicks to the 
next location. Only the top two 
thirds of the display is taken up 
by the interior of the current 
cavern — the bottom third dis- 
plays status information, includ- 
ing how many of the five lives 
vou began with are remaining, 
the level of the maze vou are in 
and the amount of “psyvche' 
remaining. Psyche is a measure- 
ment of your robotic energy — 
when it runs out, it's timeto start 
anew lite... 


The robot has a number of | 








that this somewhat jerky flying 
method drains psyche ... so 
should be used sparingly. Tak- 
ing to great a tumble can prove 
fatal, too and once you start 
falling it's too late to flap your 
arms. 

When you start the game, 

ressing fire has no effect, 

ouve got a gun, but no am- 
munition, so ifyou wantto make 
he a little easier for yourself, 


Task One should be to find some | 


ammo and pick it up. 


& Controlling the robot is the 
only thing that spoils this game, 
ss ping without being knoc- 
ked off course is exceptionally 
hard. Às a result, the game is 
rendered a bit unplayable as it 


takes 5 good bit of trial jumping | 


jetore you am ere. Grap- 
hically, Soul of a Robot is good 
-—- your man moves fairly well, 
although things slow down 
when there is a lot happening 
on screen. The backgrounds are 
very good, colourful and, as far 
as | can tell, each one is unique. | 
think you would have to put a 
lot of practise into this one 
before it became much fun.' 


O “| was pleased to find an ex- 
celtent loading screen: unusual 
inET.99 games. The game too is 
excellent — a good follow up to 








Nonterraqueous, which was one 
of the first good cheapo games 


to appear. Lots of big colourful 
graphics bounce happily around 
the screen, which, despite the 
clashes, look very neat. Lots of 
rooms are provided for those 
who ike a big game, there's 
plenty of opportunity to bounce 


| around just for fun. Overall | 


found the game pretty plavable 
e adcicive — well wonh 
1.99. 


O | wasn't overly impressed 
with Nonterradoobries but as 
budget games went atthe time it 
was above average. Soul of a 
Robot is quite an improvement 
Over its predecessor. It's some- 
what similar to Underwuride 
and games of that ilk, but if you 
enjoyed them then you may 


enjoy this one. Graphicalhy the | 


game is quite good but not 
superb. Games of this type 
prove very playable but not 
always addictive and the same 
gr for this. Then again, at 
1.99, it provides excellent value 
for money. Mastertronic have 
brought out a game which is 
very enjoyable but not taxing, 
worth buving if you've got £2 
spare.' 


Control keys: O jump, O left, P 
right, W change leap strength, À 
pick up, E'sto fly, SPACE to fire 
Joystick: Kempston, Sinclair 
and Protek 

Keyboard play: responsive, but 
can get awkward 

Use of colour: cheerful, with a 
few attribute clashes 

Graphics: some very nice 
touches on the backdrops 
Sound: spot effects 

Skill levels: one 

Screens: hundreds and 
hundreds 

General rating: a worthy follow- 
up to Vonterraqueous 


Use of computer 72% 
Graphics 71% 
Playability 75% 
Getting started 715% 
Addictive qualíties 71% 
Value for money 84% | 
Overall 15% 
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O Na on E cap Ra | LASKYS, Rumbelows Girsens, Spectrum Shops and all good dealers. 
, imagine Software [1984] Limited» (-6 CentralStreer- Manchester-M2 5NS-Tel:061 B34 3939 
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Spectrum-£ 6.95 
Commodore 64/128- 
| E 7.95 (cass) £ 12.95 (disc) - 
Amstrad-£ 8.95 (cass) 
E 13.95 (disc) 


Spectrum-£ 7.95 
Commodore 64/128B- 

E 9.95 (cass) £ 14.95 (disc) 
Amstrad-E 9.95 (cass) 
£ 14.95 (disc) 
BBC-£9.95 (cass) 

E 14.95 (disc) 





